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A NEW EVIL HAS RISEN. 
A NEW QUEST HAS: BEGUN. 


ERE ee ee ee 


E BEST SELLING RPG OF ALL TIME. 


ENTER 
RATING BOARD 


‘ be eck 
tudios, the Black 1 ude 
gistered em he 


interplay Productions; All rights reserved. 


mers.” are trademarks’ of Interplay Product 


given you a few pals that are just as 
ugly. You didn't think you were the 
only bad-ass in town did YOU « 


LEARNING IS_ 
) FUN-DA- MENTAL 


your spifty 1 nan ausssPifle faster thar 
_ the next gu pfs decisions... 


We’ve come a long way, baby. 
Relive the last ; 
starting on page 56. 


PEATURES ~ 

56 Five Years 

The Duelist premiered in January of 1994, six short months after Magic: The 
Gathering made its big splash at GENCON. Five years and 33 issues later, we take 
a multifaceted look at the history of the most popular game in the world. 
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19 Magic Compendium 

Combine Urza’s Saga cards with old favorites in “Picks & Tricks”; rev up your decks 
as we put the spotlight on Thran Turbine; check out new cards and new variants for 
Vanguard, our deck clinic puts Sealed-deck Urza’s Saga through its paces; a heapin’ 
helpin’ of Magic Rules & Errata; Key Plays flies where eagles dare, and... Mark 
explains what’s in store for Sixth Edition. 


7S Inside the Industry 

Cory Herndon looks at famous “Industry” firsts; Vieira Baur goes “Ringside” 
for some L5R Monk business; Christopher Guilmet talks to the designers of Star 
Trek’s Dominion; Scott “Mad Dog” McGough takes us on a tour of Doomtown 
episodes 7-9; Jillian Venters takes a grown-up’s look at the Pokémon TCG; 

S. Micah Zdunich rides the worms of Dune 2000; Cory does double-time with 

a review of the hot PlayStation RPG Parasite Eve; Rick Moscatello puts Final 
Fantasy VI and Might and Magic VI “Head to Head”; and we present our wish 
lists in “The Duelist Holiday Shopping Guide.” 


24 The Duelist Oracle Player’s Guide 
The complete guide to every card in Standard, featuring Fifth Edition, Tempest, 
Stronghold, Exodus, and Urza's Saga. 


Check out this new resource! 


111 Duelist Price Index 
One-stop shopper’s guide for Magic singles. Single card 


prices for everything from A/pha to Exodus. 
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STRATEGY 

40 In the Cards 

by Randy Buehler 

Figuring out the right play is often a 
matter of beating the odds. The trick is 
determining the odds on the fly. 


42 Deck Deconstruction 
by Beth “BethMo” Moursund 

Two years after white weenie unseated 
Necro at Worlds, the white brigade has 
charged back into prominence. 


46 The Drafting Table 

by Eric Tam 

There’s more to draft deck building than 
just drafting all the best cards. Look here 
for tips to use “after the draft.” 


50 Enlightened Tutor 

by Robert $8. Hahn 

Ifyou think the last two years were just 
Visions of a Mirage, you may wake up to 
find that Urza has changed your world 
(again). 


74 Magic: The Puzzling 
by Mark Rosewater 

You'll be pulling your hair out 

and seeking protection 
with these two 
puzzles. 
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ell Read 


ur theme this issue is FROM THE BEGINNING... Grid score, 
the history of the First appeared in issue #1 yan, Darla Kennerud, 
Magic trading card “Lost in the Shuffle” 

game. No discussion of | “What’s New? With Phil and Dixie” 


es, Charlie Catino, 
William Jockusch, 
Peterson, Beth 


that topic would be “WotC News” enry Stern, Jonathan 
complete without a quick look at The First appeared in issue #1°/ a 
Duelist. As our cover proudly boasts, “Magic: the Puzzling” 


The Duelist turns five years old with this First appeared in issue #3 
issue. And just as with Magic, a lot has “House Rules” 
changed over the years. ~~~“Magic Tricks” 
So, let’s tiptoe down Memory Lane. »  Fir$? appeared in issue #4 
ft “WotC Picks” (aka “Picks & Tricks”) 
DO YOU REMEMBER THESE? 


“Excuse Me, Mr. Suitcase?” Taking The Duelist from quarterly to 

“Mezlok’s Challenge” bimonthly to monthly has been an elab- 

“Artist Interviews” orate, collaborative effort. Writers have 

“The Diviner” changed and the look and feel of the 

“Reports on Trading Card Games” magazine has changed, but through it 

“According to Mr. Pling” all one thing has remained constant: a 

“Ask Toad” es ce desire to create the best trading card. 

“Murk Dwellers” magazine in the market, and give our 

“The Magical Hacker” readers the top strategies and the inside ok Lidlow. 
“From the Library of Leng” ‘ scoop. It’s been fun, but it’s far from : mm, chocolate); 
VYourTuak = 8 © over. So hang on and enjoy the ride. Oe a 


of Human 


“Single Card‘Strategies” sornomsni orang 

“Whispers from:the Elysium” OW whe fers, fete 

“The Word from HQ” 

“From the Guys Downstairs” MARK ROSEWATER 

“Straight from the Start” os Editor in Chief : ruca Salt; Wendy's 

« : : pitas the number 5. 
On the Line with Customer Service 


“Spotlight On...” 


f ing Sales Manager, 
“International Report” rtising Sales Manager, 


submissions are 
h reserves the right 
srs and their 

, Inc., liable for any 
/ arise out of the 
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| The most anticipated RPG of the year. 


In the FORGOTTEN REALMS ®, we've lived ea foul ae vicious ae exorbitant taxes, 
and even the occasional a But when HE showed up, things really started getting ugly. 


Prepare to be immersed into a world of intrigue and mystery on a perilous quest to rescue a storied 
land from impending war. Even your own soul is at stake as you and a party of adventurers become 
entangled in a dangerous riddle of betrayed alliances, dark prophecies and murder. 


Will you become the unlikely hero of the story, or merely another of its unfortunate casualties? 
Before you answer, the big guy here might have something to say about it, 


Explore an immense, 
intricate game world - from 
cloud-covered mountains & 
rain drenched plains to dark 
catacombs & abandoned temples - 
all meticulously rendered in lush, 


16-bit SVGA graphics. 


Invoke more than 100 spells 
~ Freeze enemies with an icy 
blast from a Cone of Cold, or 
incinerate them with a searing 
stream of magical flame. 


Push your leadership skills 
to the limit as you guide a 
party of up to six characters, 
ality that affects 


teamwork in your next battle. 


Create your character from 
six AD&D® races and 26 

different classes and subclasses. You control every attribute, down to 
skin and hair color, weapons, and armor - all accurately depicted on-screen. 


Advanced 


Dunseons&Dragons® 


©1998 BioWare Corp. All rights reserved. BALDUR'S GATE, FORGOTTEN REALMS, the FORGOTTEN REALMS logo, ADVANCED DUN ; 
t AD&D ieee and the Sh logo are Hada of ie Inc., a subsidiary of Wizards of the Coast, Inc., and are used 4 Interplay unde 


reserved, Seay licensed and Geinbited: by ners Productions. All other copyrights and trademarks are the property of th 


“DragonFire will raise the bar for RPG/ 
Adyenture gamés,” — GameCenter 


“Sierra pulled out all the stops for this 
beautiful game.” — PCFan 


trademarks of, or licensed to Sierra On-Line, Inc., 
Bellevue, WA 98007. All rights reserved. 


) = ©1998 Sierra On-Line, Inc. ® and/or ™ designate 
wien YOSEMITE 


Yow. won-net 


depths of Atlantis. Th 
ncient prophecy and 


EER, 


& 


Come face to 


word, dagger, axe, and bare 
the realm—and your life. 


Prepare to use s 


ectacular play 
¢ 70 unique in exquisite 16-bit color 
ters to face in multi- oe ee 
or solo challenges * CD surround sound and 
fully orchestrated score in 
er 100 exotic 5 stereo gees 
cations to explore with 


any sub-quests * Available on PC & Mac 


H-CH-CH-CHANGES 
s a reader of The Duelist 
since issue #1, I can say I 


been there for all the 


ines! I also think the Oracle 
s one of the best improve- 
ments ever. I downloaded the 
Oracle off the website when 
t first came out, and it was 
reat, but it wasn’t updated at 
all. Thanks for fixing that 
roblem! I feel the new 
hanges will make an already 
reat magazine go to a new 
evel! 

Stuart Greenwell 


ur new Duelist 
, turn to page 111. 


T HAHN 
addresses Robert S. 
ck Clinic” in Duelist 


out of your mind?! 


I failed to get the 
S Unglued month 
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his/her ideas for wee 


(and would not submit some- 


thing so weak). He/she 
worked hard at this deck, 


using card’ that he/she liked 
in the hope that they would 


e the Letters— 
‘ice the FUN! 


enero eet ss Ue WIth the-Wayr tn 
This month, “Box 707” undergoes a g arth spurt to commemorate I, 

the “wood” anniversary. With that in 
some missives from folks who think our heads must be made out of StarCraft and Total 
solid oak. But first, some kind word 


ind, we’ll take a look at 


I greatly respect your deck 
analysis talents and I think 
you do a great job in explain- 
ing it to us scrubs, but this 
ego demolition work is out of 


place in “Deck Clinic”—and 


randc mly selecte 


rrect entries. Postmark deadline is 


‘December Zi, 1998. Remember, the symbol must 


match this one ©) exactly! 
Contest on 4 open to residents i the U.S. 


(except Rhode Isi 


work together and make 
something good. He/she 
chose green and white 
because he/she feels close to 
those colors: they carry the 
values that he/she respects. 
The deck is resolutely defen- 
sive because it suits his/her 


personality. 


That being said, Mr. Hahn 
completely destroyed it! He 
changed the colors, the crea- 
tures, the spells, even the phi- 
losophy of the deck! The only 
card common to both decks is 
Cursed Scroll, and I bet 
he/she put it there because 
“everyone does these days.” 


land) and Canada (except Quebec). 


. \ 
certainly remoyed from my 
° . Xy . 
mind any idea ofever submit- 
ting something myself. 


in question, I have no doubt that 
he would have turned it into “Sui- 
cide Black.” 


THE ’CRAFT 
Dear Editor, 


which Rick Moscatello pre- 


sented his comparison of 


Annihilation [“Head to Head,” 
Duelist #31]. I really don’t care 
about which game he likes bet- 
ter as that is ultimately only his 
opinion, but I believe that his 
presentation was grossly biased 
and could mislead readers 
about the two games. 

For example, Mr. Moscatello 
claims that Total Annihilation 
has superior graphics to Star- 
Craft and points out that Total 
Annihilation’s terrain is 3D. 
What does that have to do with 
graphics? The graphics of a 


game are the game’s resolution 


and color palette. The fact that” 


Total Annihilation’s terrain is 
uly: 3D i is part of the game 
engine, not, the graphics. The 
graphics of the two games are 
similar fbecauat they are limited 
by the same de Facto industry 
standard. | 

His review then compares the 
realism of the two games. In 
doing so, he calls StarCraft 
“silly” because all that is needed 
to build-dnything i is crystal and 


Without hard feelings Thope;- oS, “but then calls Total Anni- 


Serge Arsenault 


Serge.Arsenault2@sympatico.ca 


AH, WELL, so much for sub- 
tlety. You caught us. Since we 
didnt have a chance to do an 
all-out ‘April Fool's” issue last 
year, we attempted to slip a few 
Jokes into Duelist #30, our 
Unglued issue. The most mis- 
understood example of such a 
joke was Doctor Robs sqourn 
at the Deck Clinic. Had he 
honestly been tackling the deck 


hilation “gritty” when all that is 
needed to build anything is 
metal and energy. Those sound 
similarly silly to me. 

The review eventually moves 
on to game complexity. It is 
more difficult to explain why 
I feel this part of his review is 
biased because it was not the 
presence of negative statements 
that disturbed me but the 
absence of crucial positive ones. 

StarCraft is a three-sided 
game: Terran, Zerg, and 


Play 
with te 


Dream Team. 


Recruit forces from across the scope of time. Relive Magic's 
past and revel in its present with the Anthologies box set. 


* Two themed preconstructed decks made up of cards from 
very Magic® expansion and edition, from the Alpha set to 
Urza's Saga™ expansion. 


Booklet describing the past, present, and future of Magic, 
with personal commentary from the progenitor himself— 
Richard Garfield. 


Get your hands on history. RAAGIC 
Game Support: (800) 324-6496 y The Gathering ® 
NES i 


www.wizards.com/Magic Wizards 


Available November 1998 
For a store near you, check out <www.locator.wizards.com>. 


WIZARDS OF THE Coast, Magic: The Gathering, Magic, and Urza’s Saga are trademarks of Wizards of the Coast, Inc. Illus. by Ron Spears. ©1998 Wizards of the Coast, Inc. 


strategy or my tactics. | care a \ 


lot about which race my 


Craft because each of the | 
three races has a distinctly 
different approach to the } 
ame. 


StarCraft’s units can be 


upgraded, giving them 
stronger attacks and/or better 
defenses. In many cases, the 
units can even be given addi- 
tional abilities. Total Annihi- 
_ lation does not have this 
feature. 

“Mr. Moscatello calls Star- 
Craft’s complexity laughable 
because the game only has 7 
to 10 units per side. He fails 
to mention that all of Star- 
Craft's units are distinct. 

- Total Annihilation claims to 
have 150 units, but in reality 
it has two sets of the same 75 
units (one for each side). 


There are visual differences 
between the Arm Peewee and 
the Core A.K., for example, 


but their ones uses and 


| 
| 
| 
i 
| 
i 
| 
j 
{ 


combat effectiveness are 
identical. Furthermore, there 
are only 15—20 total distinct 
units in the game compared 


to 21-30 for StarCraft. Total 
Annihilation makes up for its 
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_ can do. Total Annihilation 
_ only has one kind of damage, 


lack of upgradable units by 
providing separate units that 
are, in effect, simply upgrade: 
of other units. P 
Furthermore, StarCraft 
has three different kinds of 
damage. If you build the 


wrong kind of unit, you may 


end up facing an enemy that 
is naturally resistant to the 


damage y 


so it really doesn’t matter 
whether you build a tank ora 
k-bot because they perform 
the same against all types of 
enemies. (Both games make a 
distinction between flying 
targets and ground| targets, 
which is not what Th talking 
about. StarCraft his explo- 
sive, concussive, and normal 


damage while Total Annihi-_ 


| lation only has normal.) 


The bottom line is that, for 


| me, Mr. Moscatello’s biased 
| presentation of his review 


seriously damages The 


_ Duelist’s credibility as a soft- 
| ware reviewer. I, for one, am 


not interested in reading any 
more of his reviews. I wouldn't 
want his biased presentation 
to give me a negative impres- 
sion of a game that I have not™ 
yet played. 

Glenn Elhott 

Wizards REED 

Renton, Washington 


Rick Moscatello responds: 
‘As you define graphics, you are 
completely correct: these games 

have the same graphics. I per- 


ane 


hi 


sonally use the word “graphics” 
to refer to artwork and general 


considerably bigher resolution 
than SC (1600 x 1200), and 
also has such detatls as wind, 
smoke, and fully rendered 
movement for each vehicle as it 
moves over the 3D terrain. 

I'm afraid I was a bit unclear 
on the realism of the game. You 
are absolutely correct—the 


premises for construction in the 
games are similar. My jibe at 
the realism of SC was more at 
the other points mentioned in 
the column. In fact, let me take 
this opportunity to take a poke 
at the realism of LA: the air 


untts do not crash and leave 


residue when they die, unttke 
the other units in LA. Of course, 
no SC units leave any lasting 


| wreckage when killed. 

| I still say that the Core.and~ 

| Arm are considerayy di ifferent. 
| Let me give yous i few, among 

| many, examples. The Arms 

| flash light tank i is So superior 

| that a Core player has little 

| chance on a small clear map. 
Core, on the bther hand, has 

| superior naval, units, making it 
the better choice. on water maps. 
If you play the game long 
enough and build the correct... 
factories (perhaps 15 minutes), 
you'll get to build “Level 2” 
units, and each side has a few 


: 
; 
i 
i 


truly unique units in each class 
(k-bot, vehicle, air, and naval). 
Your argument that SC has 
more units, by virtue of being 
able to research upgrades, 1s 
quite valid. I, however, found 


or to aielbtGiwiznls com>. 


WE HAVE WINNERS! 


now don’t you wish you’d 
filled out that survey? 


‘research’ to be a little strange, 
especially in the campaign. 
When I research stimulants for 
my marines, why do I forget this 
knowledge in the next battle? I 
agree with you that TA does not 
have this “feature.” 

I feel your assertion that TA 
has only one type of | damage is 


~ slightly incorrect. In addition to 
os ifn weapon types like 
lasers, missiles, and energy balls 
(which haved ifferent levels of 
effectiveness against different 
unit types), there is the light- 


ning gun (which is more effec- 


tive against armored units), the 
flamethrower (¢, effective against 
buildings), a paralyzing ray, 
and the disintegrator gun. 
Allowne to apologize for 
any appearance of bias in “Head 
to Head.” I did not mean to be 
misleading in any way. You are 
right: StarCraft 1s a fun game 
(lest legions of SC lovers mali- 
ciously lambaste me). I liked 
SC. SC 1s a fun little bloodbath. 
While some consider it sacrilege, 
let me add that I like Total 
Annihilation more. 
I respect the opinions of those 
who deem SC the superior 
game—lI'm sorry if my opinions 


dont agree with yours. 


Please include your name, address, 
and phone number for verification 
purposes. Letters may be edited 
for length and clarity. 


MIKE RAABE 


Work the 
Dream Scheme 


SOCKS? 
UNDERWEAR? 


a UIZAS 5 aga” te —— packs 
Oza 5 Sa siesta decks 


a “The Plague” 
5] “Sleeper” 


MB Urza's Saga boosters 
I Unglued™ boosters 


Tear out this list 
and make sure you 
get the goods. 


at The Gathering <\ ocator.wizards.com>. 


www.wizards.com/Magic 
Game Support (800) 324-6496 
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HarperEntertainment and ZI games 


announce an all-new 116 card expansion 


based on the exciting and action-packed 


- film ALIEN RESURRECTION™ from ; 


Twentieth Century Fox. 


AVAILABLE IN J 


& HarperEntertainment 
A Division of HarperCollinsPublishers 


Wizards prepares array of stocking : 


Stuffers for gamers 


s your holiday gift list ready yet? 
Magic players can demonstrate their 
love of the game with gifts that evoke 
the world of Magic on walls, desks, 
bookshelves, and clothing. 

CELS: Most Magic players have sought 
the Black Lotus, and many are impressed 
with the artwork for Avenging Angel. 
Now Wizards of the Coast and Simitar 
Entertainment, Inc. offer Chroma-Cels 
that bring the sharp, vivid colors of 
animation cels to the world of Magic: 
The Gathering. These limited-edition 
cels come matted with a collector seal 
and fit in an 8 by 10-inch frame. They 
retail for $14.98. 

BOXES: Magic players will be able to 
store their cards in the “untapped,” 
upright position with updated Magic: 
The Gathering storage boxes. Each box 
can hold 1,200 cards vertically, allowing 
players to read the card titles more 
quickly. Five designs feature updated art- 
work from the world of Magic, blending 


illustrations from classic 
Magic cards with 
newer images from the 
Tempest, Stronghold, 
and Exodus expan- 
sions. And a new sixth 
box features artifacts 
like the Black Lotus, 
the Moxes, and other 
favorites. The boxes are 
available at a suggested 
retail price of $3.95. 

FIGURES: After the 
successful release this 
spring of the 13-inch 
Serra Angel painted sculpture, Wizards 
of the Coast and Dark Horse Comics 
will offer an even larger figure this 
winter: the Shivan Dragon. Standing 
atop a rocky crag, the Shivan Dragon 
is an impressive 22 inches tall and 18 
inches across. The $195 figure comes 
painted and numbered in a full-color 
collector’s box. 


BOOKS: Wizards offers 
two new books this fall for 
Magic players’ bookshelves. 

The Official Guide to Urza’s 
Saga, by Duelist executive 
editor Will McDermott, fea- 
tures a full-color image of each 
card from the most recent Magic 
expansion, along with card tips 
and strategies. More strategy is 
on tap in Advanced Strategy Guide 
by Pro Tour veteran Mark Justice. 
APPAREL: Cursed Scroll from 

Tempest won an ASL Apparel 
“favorite Magic card” contest 
in August, so ASL is releasing it as a 
limited-edition shirt with Magic creator 

Richard Garfield’s signature. Also avail- 
able are T-shirts featuring mana symbols, 
Serra Angel, and Mox Diamond, and a 
polo shirt with the mana symbols 
embroidered on the left front chest. 
The shirts’ retail prices range from 
$15.95 to $29.95. 


Wizards earns awards 
for game design 


Three national awards pro- 
grams recognized Wizards of 
the Coast this fall for the 
development and production 
of some of the nation’s most 
outstanding new games. The 
judging commit- 
tees included the 
National Parent- 
ing Publications 
Awards (NAPPA) program, 
the 1998 Oppenheim Toy 
Portfolio awards program, and 


‘opus 


GAMES magazine. 

Among them, these three 
organizations gave Wizards of 
the Coast ten awards in seven 
individual categories. The 
Pivot and Go Wild! card games, 
recognized for 
their dynamic and 
fast-paced tests of 
mental agility, led 
the list of achievements by 
receiving the Oppenheim Toy 
Portfolio 1999 Gold Award. In 


addition, the Pivot card game 
and the Magic-influenced 
Instinct card game were hon- 
ored by the National Parenting 
Publications Awards program 


tively. These games and 

six others—Magic: The 
Gathering—Exodus, Bat- 
tleTech: Arsenal, Doomtown, 
Earthquake, Guillotine, and Go 


with the 1998 NAPPA Silver Wild!—will be included 
awards. in GAMES 
GAMES magazine magazine's 
chose a number of ATPHANBLITZ 4 1999 Buyer’ 
Wizards of the Coast Guide to 


products as its favorites for 
1998, including the A/pha- 
Blitz and C*23 games in the 
categories of “Best New Word 
Game” and “Best New Col- 
lectable Card Game,” respec- 


Games, a highly regarded 
consumer guide to the best 
games of the year. 

Selected for their quality, 
excellence, and play value, 
these games were tested by a 
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diverse group of distinguished 
professionals that included 
editors, educators, authors, 
game reviewers, parents, and 
children. The awards pro- 
grams serve as a benchmark 
of product excellence for 
consumers and media, pro- 
viding a thorough review of 
the best games available to 
the public. 

Many winners of the 
Oppenheim Gold Award will 
be featured on segments 
scheduled to 
air every Six 
to eight 
weeks on 
NBC's Today 
Show and FOX’s American 
Baby Television Show, in the 
upcoming Oppenheim 25- 
city Satellite Media Tour, on 
other national TV and radio 
shows, in the Oppenheim 
quarterly newsletter and Toy 
Help Line, and in various 
articles on the Internet and in 
national maga- 


some of the world’s best 
games.” Adkison continued, 
“Receiving honors from 

such esteemed programs as 
NAPPA, Oppenheim, and 
GAMES magazine reinforces 
that we are remaining at the 
height of owr professional 
game.” 


Anthologies puts five 
years of Magic in a box 
Celebrating the fifth 
anniversary of the Magic: 
The Gathering trading 
card game, Wizards of 
the Coast brings avid 
TCG enthusiasts the 
ideal gift for this holi- 
day season: the Anthologies 
box set. This premier product 
showcases unique Magic 
decks and a collection of 
cards from every set since 
the game’s introduction 
in 1993. 

Fans will get a taste of 
Magic history with each 
card in Antholo- 


zines. In addition, 
the award winners 


GS WILD! 


gies. The leg- 
endary journey 


will be featured in 
the sixth edition of the 
Oppenheim Toy Portfolio 1999 
Edition: The Best Toys, Books, 
Videos, Music & Software 

for Kids. 

According to Wizards of 
the Coast president and CEO 
Peter Adkison, “We are 
thrilled to be recognized for 
developing and producing 
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through the 
world of Magic begins with 
cards from 1993's highly 
successful Alpha set and 
follows the history through 
each successive release, 
including this October's 
Urza’s Saga set. Players will 
discover an entirely new 
realm of competition with 


the themed decks, designed 


Would you trust this man 
to write an editorial? 


ore than 200 Magic: The Gathering 
competitors met this fall in Austin, 
Texas, to test their strategic and 


critical-thinking skills at the Grand Prix— 
Austin tournament. Part of a season of inter- 
national competition, Grand Prix—Austin was 
the qualifying tournament for these intellec- 
tual athletes striving to make it to Pro 
Tour—Rome, the next stop on the 1998-99 
Magic: The Gathering Pro Tour circuit. 

The Top 16 finishers in the main tourna- 
ment and the Top 5 in the | 700-division tour- 
nament took home a total of $15,000 in prize 
money. Gary Krakower, 31, of Toronto, 
Ontario, Canada; Pro Tour veteran Darwin 
Kastle, 27, of Somerville, Massachusetts; and 
Heath Kennel, 28, of Westminster, Colorado, 
were among the top finishers honored for 
their outstanding perfomance with invita- 
tions to compete at Pro Tour—Rome in 


November. 


specifically to play against 
each other. 

With more than 120 
white-bordered cards com- 
posing the two individually 
themed, preconstructed decks 
in the set, Anthologies offers 
five special Unglued token- 
creature cards for players’ 
convenience. Also included is 
a full-color, 64-page perfect- 
bound book, illustrated with 
popular Magic artwork. 
Complete with an editorial 
from Magic creator Richard 
Garfield, the publication out- 
lines the history and strategy 


behind the world-famous 


Magic: The Gathering game. 
The Anthologies box set is 
presented in an artistically 
designed carrying case that 
includes original artwork 
highlighting a thrilling Serra 
Angel battle scene. Compact 
and sturdy, this box is small 
enough to fit nicely in a back- 
pack, yet large enough to hold 
up to five 60-card decks or 
350 cards securely. 
Anthologies is available 
at a suggested retail price 
of $24.99 for the complete 
box set. 
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Breathtaking 3D enhancements display 
: the most intricate and immersive 
Lands of Lore world ever. 


Be a Warrior, Wizard, Cleric or Thief 
or combine two or more professions to 
customize your character class and 
strengthen your skills. Also, choose a 
magical familiar from any of the four 
guilds as your companion who will 
scout, spy, fight, heal and steal for you. 


Interact with scores of intriguing characters as Hundreds of spells and enchanted 
you trek through six distinct gameworlds items enable you to conjure magic, 
including: the Frozen Wastes, the Shattered gain special abilities and ensure your 


Desert, and the haunted Underworld. survival. 


For further information call Decipher at (757) 623 3600. 
www.decipher.com 


Sylvan Library and 
Abundance 

Rules lawyer alert! If you're not 
well-versed in the nuances of 


draw rules, you may not see 
this combo coming until it’s 
too late, so let me walk you 
through it. First, activate your 
Sylvan Library, which says “0: 
Draw two cards, then choose 
any two cards in your hand 
drawn this turn. For each of 
those cards, pay 4 life or put 
that card back on top of your 
library.” Now, before you draw 
any cards, use Abundance, 
which states: “Instead of draw- 
ing a card, you may choose 
land or nonland and reveal 
cards from your library until 
you reveal a card of the chosen 
kind. Put that card in your 
hand....” Here’s the part the 
rules lawyers love. For each of 


ince we’re looking at five years of Magic this issue, it seems fitting to see 


packs at your local game store. 


the draws Sylvan Library pro- 
vides, you may use Abundance 
instead to “put” a card in your 
hand. Since you are putting 
them in your hand, these cards 
do not count as being “drawn 
this turn,” so you don't have to 
pay 4 life or put them back. 
You can then either draw your 
regular card or use Abundance 
again. Either way you get three 
cards each turn, and Abun- 
dance makes sure you can draw 
extra land if you need it or 
bypass all the land in your 


how Urza’s Saga cards interact with cards that have been around for a long 
time. Best of all, most of these cards are from the Fifth Edition set, so even 
though some are as old as Magic itself, you can still find them in booster 


right back into play. But, since 
the Ball Lightning still wants 
to go to the graveyard, back it 
goes, only to be brought back 
into play again by Lifeline. As 
with any arbitrarily large 
combo, you must decide how 
many times this happens 
before Ball Lightning finally 
comes to rest. But if you have 
Pandemonium in play, you can 
have it deal damage equal to 
Ball Lightning’s power to your 


opponent every time Lifeline 


deck. 


Lifeline, Ball Lightning, 
and Pandemonium 
Always suckers for 
infinite (oops, 
sorry—arbitrarily 
large) combos, we 
fell in love with this 
one. Lifeline is an 
artifact that brings a 
creature back into play 
from the graveyard at 
the end of the turn as 
long as there had been another 
creature in play when that 
creature went to the graveyard. 
So, if you have a Ball Light- 
ning and another creature in 
play when you destroy your 
Ball Lightning at the end of 
your turn, Lifeline will bring it 


brings the Ball 
back into play. That’s 
what I call an arbitrarily 
large Ball. 

Two things to keep in mind: 
For the loop to work, the same 
player must control the Lifeline 
and the Ball Lightning. Also, 
see this month’s Magic Rulings 
& Errata (page 28) for more 
Lifeline rulings. 
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Douse and 

Sleight of Mind 
There’s a Magic adage 
that states: “Never use 
a permanent color 
hoser against blue, 
because a blue player will 
just Sleight that card and 
use it against you.”-Of 
course, the opposite applies 
when you're playing blue. 
With easy access to Sleight of 
Mind to change the color 
word on permanents, cards 
like Douse can become deadly. 
Douse is an enchantment you 
can activate for 1 '@ to 
counter a target red spell. But, 
with Sleight of Mind, you can 
tailor 
Douse 


‘to whatever color your oppo- 
nent is playing, giving you an 
unlimited supply of counter- 
magic to stop those color 
hosers...and anything else 

that might threaten your deck. 


Winter Orb, Rewind, and 
Fertile Ground 

The “free” spells in 
Urza’s Saga are a 
natural combination 
with Winter Orb, 
since they let you 
untap your lands after 
you cast them, which 
helps you get around 
Winter Orb’s restric- 
tion. So, to lock down 
your opponent, put an 
Orb into play and then 
cast Rewind to counter 
your opponent’s next large 
spell. You'll get your mana 
back, but your opponent’s 
land will be tapped, even if 
he or she tried to cast a free 
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spell. 

o make this 
combo even better, 
enchant a land with Fertile 
Ground. When you tap that 
land for mana, you'll get an 
extra mana of any color. So, 
you can tap three lands to cast 
Rewind and then untap four, 
netting you one extra land 
you can use on another free 
spell later. 


Humble and 
Prodigal Sorcerer 
Oh, how the mighty will fall 
under the power of this little 
combo. It’s actually very sim- 
ple. As everyone should know, 
you can tap the mighty “Tim” 
to deal 1 damage to a target 
creature or player. But the 


copies of 


jn 
aveyards # 


ability to deal 1 dam- 
age won't really help 
much if you're facing 
down a 9/9 Endless 
Wurm. That’s where 
Humble comes in handy. 
This versatile card strips all 
abilities from a target crea- 
ture and turns it into a 0/1 
creature until end of turn. You 
can use Humble in combat to 
rescue your creature while 
simultaneously destroying one 
of your opponent’s creatures. 
But, combined with Prodigal 
Sorcerer, Humble can destroy 
any creature. Just cast Humble 
on your opponent’s Endless 
Wurm 

(or any mon- 
ster critter), 
then use 
your 


Sorcerer to make it a dead 


Wurm. 


Flesh Reaver and 

Spirit Link 
As a 4/4 creature for only 

1 #, Flesh Reaver looks like 
one heck of a bargain, so you 
know there has to be a draw- 
back. Whenever Flesh Reaver 
deals damage to a creature or 
opponent, it deals an equal 
amount of damage to you. 
Plus, with no evasion ability, 
Flesh Reaver can be speed- 
bumped by little blockers, so 
you lose life and your oppo- 
nent only loses creatures. 
What do you do? Why, 
enchant Reaver with Spirit 
Link, of course. For only 
%*, this creature enchant- 
ment gains you 1 life for 
‘every 1 damage the 
enchanted creature deals. So, 
every time you attack with 
Flesh Reaver, you will gain 

4 life instead of losing 4 life. 
Here’s how it works: Flesh 
Reaver will deal 4 damage to 
your opponent or one of his or 
her creatures and 4 damage to 
you for a total of 8 damage. 
Thus, you will gain 8 life from 
Spirit Link. Since you took 


4 damage from the Reaver, 


your net gain is 4 life. That’s 
a decent deal for only three 
mana. 


“Picks & Tricks” was written by 
Will McDermott, with contribu- 
tions from Ed Fewell, Mike 
Mikaelian, and David Noonan. 


QUINTON HOOVER 


Experience this online fantasy world at W 
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Thean Turbine 


} During your upkeep, you may add 
‘up to two colorless mana to your 
mana pool, This mana cannot be 
spent to play spells. 


When Urza asked the viashino what 
it did, they answered: “It hums.” 


ccording to Mike Elliott, one 
of the designers of the Urza’s 
Saga card set, Thran Turbine 
was designed to help players 
pay echo costs. However, 
Mike says, “About an hour 
later we realized the power of com- 
bining Thran Turbine with cards like 
Cursed Scroll or Disrupting Scepter.” 

You see, Thran Turbine can help 
you pay for any effect you can play 
during upkeep. This includes paying 
upkeep costs, paying to 
cycle a card from your hand, 
or paying some or all of an 
activation cost. 

Fortunately for us, the 
designers decided Thran 
Turbine wasn’t overpowered 
even though it made Cursed 
Scroll much cheaper to use. 


upkeep effects. 


| @& Will McDermott 


‘Thran Turbine 


At first glance, Thran Turbine may look a little 
narrow. Sure, it gives you two free mana every 
turn, but you get that mana during upkeep and 
can’t even use it to cast spells. However, Turbine 


mana can be used for much more than just 


nent’s creatures to his or her hand 
every turn. In fact, the Turbine can 
help you create Gnome or Minion 
tokens via Metrognome or Phyrexian 
Processor. 

If you control Chimeric Staff, you 
can use the Turbine to turn it into a 
2/2 creature each turn. Although a 2/2 
creature may not strike fear into 
opponents, you can then use all your 
other mana sources to recreate the 
Staff as a much larger creature after 
your opponent declares 
blockers (to kill the blocker 
and save your Staff or to deal 
extra damage to your oppo- 
nent). 

With a Turbine in play, 
you can also use Dragon’s 
Blood to put a +1/+1 counter 
on a creature for only one 


Mike says, “You really need Inventive mana, tap two of your oppo- 

a lot of mana sinks to make players nent’s lands with Mishra’s 

it useful.” ’'m sure inventive “fe ° Helix, or use Millstone to 
will find 


players will find many ways 
to use this mana beyond 
tossing four Cursed Scrolls 
in their decks. 

For example, two Thran 
Turbines can untap a Mana Vault (if 
you can't find your Voltaic Key). You 
can dump two Turbine mana into 
Magma Mine every upkeep or cut the 
cost of using your Jayemdae Tome in 
half. You can even use the Turbine to 
perform the task it was designed for— 
paying echo costs—freeing up your 
land to cast more echo creatures. 

If you have some way to create 
token creatures, you can combine 
Thran Turbine with Barrin, Master 
Wizard to return one of your oppo- 
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many ways 
to use this 
mana. 


mill two cards off your oppo- 
nent’s library every turn at no 
cost. Once you have all these 
artifacts in play, Karn, Silver 
Golem might just come in 
handy. Karn plus Thran Turbine can 
turn two of your artifacts into crea- 
tures every turn for free. 

Thran Turbine also improves Tem- 
poral Aperture (perhaps the most 
abusable artifact in the Urza’s Saga 
expansion) and lets you deal 1 damage 
for @ with Shivan Gorge every turn. 
So Thran Turbine may seem limited 
at first glance, but when it comes to 
free mana, youyre only limited by the 
number of ways you find to use that 
mana. 
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Third Vanguard Set 


Charges into Arena’s 


Autumn Season 


hile the first two Vanguard sets featured the 
central figures of the Rath cycle story, the lat- 
est set details characters from the periphery of 
the tale. Some—like Multani and Sidar 
Kondo—fill in the crew’s background, while 
the heroes encounter others, like Oracle or the 
Sliver Queen, during their journey. Anyone 
interested in the exploits of Gerrard and the rest of the crew 
should look to Vanguard for fresh art and new glimpses of 


some of the most interesting characters in the story. 

Fans of the previous Vanguard expansion sets will recognize 
the cards’ layout: adjustments to the starting and maximum 
hand size in the lower left, adjustments to the starting life 
total in the lower right, and any other effects of having the 
card in play described in the text box. For those of you new to 
Vanguard, note that these cards aren't played like other Magic 
cards. Instead, each player chooses one of the character cards 
before the match begins and plays under the conditions set by 
that card. 


Cast of 
Characters 


The latest Vanguard 
set—Eladamri, Lyna, 
Multani, Oracle, 
Rofellos, Sidar 
Kondo, Sliver Queen, 
Brood Mother, and 
Takara—debuts in 
the Autumn Season 
of Arena-The League 
for Magic. Play 
begins on November 
13 and ends Decem- 
ber 13, following the 
tournament format 
with all Vanguard 
cards printed to 
date. You'll see Ger- 
rard, Volrath, and oem a 
the rest, as well as 

the new additions to 
the Vanguard series. 


The Play’s the Thing 
In his first article on the 
Vanguard supplement (in 
The Duelist #19), Andy 
Collins observed that because 
Vanguard isn’t exactly an 
expansion to the game, and 
therefore isn’t tournament 
legal, the Magic gurus in 
R&D are free to create abu- 
sive abilities for each card. 
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Jesse Decker 


These new, powerful abilities 
change the way people think 
about the game. Many of 
them are similar to ones 
you've already seen, but 
they’re made even more pow- 
erful because there’s no way 
to remove a Vanguard card 
from play—yet. Decks that 
rely heavily on a combination 
of cards benefit the most 


from Vanguard—provided one 
of the characters fits the deck. 


This Vanguard set offers eight 
new abilities, most geared 
toward making creature- 
heavy decks even stronger. 
Each of the character’s abili- 
ties can be exploited with 
careful planning. 

Here’s a recap of the most 


obvious strategies for each card. 


QUINTON HOOVER 


Eladamri allows you to 
redirect any amount of dam- 
age dealt to a creature you 
control back to yourself. 
When playing Eladamri, 
your creatures won't die in 
combat unless you want them 
to. Even if the creature is 
damaged more than once, you 
can always redirect additional 
damage to yourself. The other 
obvious benefit is that crea- 
tures with powerful abilities 
but low toughness are sud- 
denly much safer. If you’re 
hesitant to use Ertai, Wizard 
Adept in a deck because of its 
low toughness, then give 
Eladamri a try. 

Lyna helps to overcome 
one of the common problems 
of creatures with shadow: 
their low toughness. All crea- 
tures you control gain shadow 
if you're playing Lyna, so the 
mana-efficient, high-powered 
creatures in your favorite deck 
are a lot harder to block. 

Multani is a maro-sorcerer 
who extends Maro-like abili- 
ties to all of your creatures. 
Any creature you control 
while you’re playing Multani 
adds the number of cards in 
your hand to its attack value. 
Quick, low-casting-cost crea- 
tures are always on the small 
side, so choosing Multani 
gives a deck full of such crea- 
tures an even quicker punch 
and helps the little guys stay 
effective late in the game. 

Oracle knows how hard it 
is to attack when your oppo- 
nent has a fatty sitting at 
home waiting to block. While 


ym play, draw 


playing Oracle, you can untap 
any attacking creature you 
control to remove it from 
combat, so you can attack 
even when you fear your crea- 
tures might die. Attack every 
turn, let your opponents do 
their best to defend, then sim- 
ply untap any creature that 
looks likely to die. 

Rofellos allows you to draw 
a card whenever a creature you 
control goes to the graveyard. 
Deckbuilding is often a bal- 
ance between attack strength 
and card efficiency—Rofellos 
solves this dilemma by making 
each creature a potential draw 
later in the game. 

Sidar Kondo turns every 
available three mana into a 
potential Giant Growth. The 
three-mana price for +3/+3 
seems expensive when com- 
pared with the staple one- 
green instant, but the power 
of Sidar Kondo’s ability is its 
versatility. Even if your oppo- 
nent has a blocker, you can 
activate the ability, often 
enabling your attacking crea- 
ture to survive the combat. 
Likewise, if your opponent 
fails to block, you get closer to 
victory with every three mana 
you spend. 

Sliver Queen, Brood 
Mother puts Kjeldoran Out- 
post to shame. When you're 
playing with Sliver Queen, 
Brood Mother, you can put a 
Sliver token into play for the 
cost of three mana. Any deck 
that did well with the Out- 
post will do better with the 
Sliver Queen. 


Takara has the best hand- 
size modifier of the set at a 
whopping +3. Many players 
overlooked the power of three 
additional cards in the start- 
ing hand during the first two 
seasons of Vanguard play. 
‘Takara guarantees any deck a 
great start and makes crea- 
tures more appealing in the 
late game. Whenever a crea- 
ture has outlived its useful- 
ness, it can be sacrificed to do 
1 damage if youre playing 
Takara. 


Rule Variant: “You 
Hang with That Guy?” 
One of the grooviest things 
about Vanguard cards is that, 
like an annoying younger sib- 
ling, they never go away. 
Instead of constructing decks 
around their abilities, try 
using them to limit your 
opponent’s resources. In this 
variant, instead of choosing 
their own Vanguard cards, 
players choose their oppo- 
nent’s cards. This works with 
duels or multiplayer vari- 
ants—in large games, each 
player chooses for the player 
to the right. It’s funny to 
watch a combo-intensive 
deck start with three fewer 
cards because Multani keeps 
tagging along. This variant 
tends to encourage whining, 
so be careful. 


Rule Variant: “Tag- 
Team Vanguard” 
Each player selects two char- 
acters before the match 
begins. Each starts with one 


Vanguard character in play as 
normal, but once per game, a 
player may “tag” the other 
character in the team during 
any upkeep phase. The new 
character simply replaces the 
old, and the new conditions 
apply. Any differences in 
hand size or life total are 
compensated for immediately. 
For example, Will is losing 
horribly and changes from 
Takara to Oracle during his 
upkeep phase. He now has to 
discard two cards (the differ- 
ence between Takara’s +3 and 
Oracle’s +1) and gains 17 life 
(you get the idea). 


Rule Variant: “You 
Can’t Beat My Gang” 
This simple variant takes 
some preparation. Each 
player prepares a series of 
decks and an accompanying 
Vanguard character for each. 
Each player picks one of the 
decks for a first duel. When 
the duel is finished, the loser 
chooses a different deck and 
character and begins again. 
After each victory the win- 
ner must continue using the 
same deck and character and 
must begin the next game 
with the life total from the 
end of the last duel. Con- 
tinue playing until one player 
runs out of decks. This vari- 
ant is easily handicapped— 
simply allow the weaker 
player to prepare more decks. 
Many card games feature 
“base cards” that change 
certain conditions about the 
starting powers or victory 
conditions of each player. 
Vanguard is obviously an 
extension of this common 
idea, and The Duelist edi- 
tors are curious whether 
people like this mechanic. 
What do you think: should 
trading card games be 
playable with just the main 
deck, or does the versatility 
of Vanguard-like cards 
make for a better game? 
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by } John Yoo 


This month’s clinic features our Sealed-Deck specialist, John 
Yoo, assessing the health of Urza’s Saga cards. Using the same 
cards Duelist Art Director Peter Whitley drew in the Wizards of 
the Coast employee prerelease tournament, John stitched 


together his own Limited deck. To sharpen your deck diagnosis 


skills, take a look at the prerelease cards below and construct a 
40-card minimum deck, adding up to three basic lands. Then 
read on and compare your deck to John’s 


If you'd like us to consider your deck for “Deck Clinic,” just 


send a list of what’s in your deck along with a brief description 
of its ailments to: Deck Clinic, clo The Duelist, RO. Box 707, Ren- 
ton, WA 98057-0707, or to <Duelist@wizards.com>. 


DR. YOO 
t the Urza’s Saga 


employee prerelease 
tournament, Peter 
received one Urza’s Saga 
starter deck and two 
booster packs. He opted for a 
green base with white as his 
secondary color, splashing red 
for three cards. Peter’s strat- 
egy was to build up mana, 
cast his large creatures, and 


beat down his opponent while ] 


gaining life here and there. 
While this may be the right 
strategy for a green/white 
deck, I chose to follow the 
route toward Shiv and 
Tolaria. 

Looking at the cards Peter 


received, I constructedavery | \ 


different deck, a two-color, 
blue/red beatdown deck with 
fewer mana sources and more 
creatures. 


It’s not easy being green 
...or white 

Analyzing Peter’s cards, I felt 
that green and white were 
very weak. Green had two 
good creatures, Cradle Guard 
and Treetop Rangers, but 
lacked power cards and had 
absolutely no creature removal! 
spells. White also suffered 
from weak creature selection 
and a lack of removal spells. 
Black had solid creatures like 
Eastern Paladin—havoc 
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against green opposition—and 
two Ravenous Skirges. Also in 
the black arsenal was the pow- 
erful Vile Requiem, which in 


time produces multiple Dark 


Banishings. However, black 
had only four creatures, mak- 
ing it a very good secondary 
color but a poor primary one. 

In Sealed-Deck construc- 
tion, a novice may make the 
mistake of building a deck 
around the largest creatures. 
This strategy—though not 
entirely bad given otherwise 
sound construction—will often 
backfire. Opponents with 
smaller, quicker creatures may 
overrun such a deck with their 
weenie hordes before its large 
creature can spring forth. 
When the fatty does make an 
appearance, it may already be 
too late. 

My finished product is a 
two-color blue/red deck with 
some very fast beatdown crea- 


tures, and some creatures with 
flying to finish off my oppo- 
nent. The deck has six crea- 
tures with a total casting cost 
of 1 (including “sleeping” 
enchantments), two creatures 
with a total casting cost of 2, 
five creatures with a total cast- 
ing cost of 3, three creatures 
with a total casting cost of 4, 
and one creature with a total 
casting cost of 6—for a total of 
17 creatures. With this assem- 
bly of creatures, my weenies 
should come out fast and hard, 
and if my opponent survives 
my early forces, my air attack 


should finish the job. 


Constructing my deck 

The wild blue yonder. Among 
the blue cards, the creatures 
with flying, a 5/5 Drifting 
Djinn and a 2/3 Pendrell 
Drake, were easy choices. I also 
chose to play with all the sleep- 
ing enchantments available. 
With a low casting cost and an 
easily met condition—oppo- 
nent successfully casts any 
spell—they’re easy to get into 
play. Veil of Birds and Veiled 
Apparition added to my arse- 
nal of flying creatures, while 
Veiled Sentry and Veiled Ser- 
pent contributed to my ground 
forces. Two Wizard Mentors 
made it into the deck mainly 
because they're cost-effective; 
however, their unsummoning 
ability might be handy and 
they'd make excellent blockers 
if my back is to the wall. 

Two countermagic cards 
found their way into the deck: 
the popular Power Sink and 
the new Rewind. Counter- 
magic gives the deck more 
flexibility and the ability to 
handle any spell. I decided to 
add both of the Hermetic 
Study cards. Hermetic Study 
turns any creature into a Prodi- 
gal Sorcerer—and almost 
everybody knows the power of 
“Tim” in Sealed play. The final 
blue card is Zephid’s Embrace, 
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which gives a creature flying, 
and a little more beef (+2/+2) 
and makes it untargetable by 
both spells and abilities. This 
card can make almost any crea- 
ture a game-breaker. 

The red tide. Most of the red 
creatures in the deck are small 
but very fast. Six of the eight 
red creatures have a casting 
cost of three or less, and the 
remaining two creatures have 
a casting cost of only four. 
These creatures, coupled with 
the low-cost blue sleeping 
enchantments, enable the deck 
to provide early punishment. 

The deck gained a lot from 
two Goblin Patrols. A 2/1 
creature for only one echoed 
mana, the Goblin Patrol is 
what some would call a “beat- 
ing.” The Goblin War Buggy is 
also a beating—a great 2/2 
creature for only two echoed 
mana. Goblin Cadets is an 
amusing—and cost-efficient— 
card that switches sides if it’s 
blocked. I chose it because it 
comes out quick and hits hard. 
If your opponent doesn’t sum- 
mon a creature in the first few 
turns, the Cadets could dish 
out quite a few points. Also, 
unless the Cadets simply sits 
on your opponent's side doing 
nothing, you will eventually get 
it back. The Goblin Lackey 
made it into the deck simply 
because it was a 1/1 creature 
with a total casting cost of one. 

Rounding out the red 
creatures are the Viashino. 
Though they have higher 
casting costs than the Gob- 
lins, they also bring more beef 
to back up the scrawnier 
Goblins. The 4/3 Viashino 
Outrider comes out fast— 
thanks to echo—to attack for 
quick damage. The Viashino 
Runner cannot be blocked by 
only one creature—meaning 
big headaches for a blocking 
opponent. The final red crea- 
ture in the deck is the 
Viashino Weaponsmith. It 


has a higher casting cost, but 
if your opponent blocks it, it 
suddenly pumps up from 2/2 
to 4/4, Often a wise opponent 
will simply take 2 damage 
rather than give up a creature 
to block it. 

I chose two red instants for 
the deck’s direct damage. Arc 
Lightning can be an amazing 
card in certain situations. It 
deals 3 damage divided any 
way you choose, which can 
mean 3 damage straight to 
your opponent or the demise of 
one, two, or even three of your 
opponent’s creatures. Shower 
of Sparks is another direct 
damage spell. Though it does 
significantly less damage, it will 
destroy a creature with a 
toughness of 1. 

Artifacts and land. The one 
artifact I chose was Hopping 
Automaton. With its 
uncanny ability to fly at the 
cost of -1/-1, the automaton 
may be able to whittle away 
your opponent’s life. I was 
fortunate to have a Remote 
Isle (tap to provide one blue 
mana). With the new sealed 
decks providing six of each 
land, it is very difficult to run 
a two-color deck. However, 
because of the Remote Isle, 
and the three additional 
lands provided, I was able to 
muster up 16 lands total for 
the deck. I chose to take two 
islands and one mountain to 
make the final land count 
eight islands, seven moun- 
tains, and one Remote Isle. I 
really would have liked to 
play with 17 lands in this 
deck, but I decided not to 
put in a filler land because 
the deck could work with a 
lower mana curve. 


The path not taken: 
splashing for black 

When constructing the deck, 
I had the option of splashing 
a third color into the deck, 
most likely black. Had I 


splashed for black, I would 
have put in only one card, 
Diabolic Servitude. Diabolic 
Servitude plays like a recur- 
ring Animate Dead, except 
that it is restricted to your 
graveyard. This is a solid card, 
but I chose not to use it 
because I worried about all 
the creatures with swamp- 


walk in the Urza’s Saga 
expansion. The pros of the 
card did not outweigh the 
cons of an opponent with 
swampwalk. Another card I 
would have liked to play is 
Vile Requiem. However, it 
requires two black mana, 
making it very hard to splash, 
so it did not make the cut. 
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This months Rulings & Errata is a generous helping of rulings from the 


Urza's Saga expansion. This month’ problem child? Lifeline. 


RULES CHANGES 
AS OF URZA’S SAGA 


Effect duration 

If an effect doesn’t specify its duration, 
it lasts “permanently.” In other words, it 
lasts until another effect changes the 
situation. 


Trample 

Trample is no longer a damage- 
redirection ability. Now, when an 
attacking creature with trample deals 
combat damage, the player distributing 
that damage can simply assign some or 
all of it to the defending player once 
blockers have been dealt lethal damage. 


Assigning trample damage is subject to 
the following rules: 

» If the attacker is unblocked, it deals 
all its damage to the defending player. 

» If the attacker is blocked by one 
creature, it first deals damage to the 
blocker. If it deals lethal damage to that 
creature, any remaining damage may 
be divided as its controller chooses 
between the blocker and the defending 
player. Because this distribution hap- 
pens before damage prevention, some 
or all of the damage on the blocking 
creature may later be prevented; this 
wont change the damage dealt to the 
defending player. 

» Ifthe attacker is blocked by more 
than one creature, it first deals damage 
to the blocking creatures. If it deals 
lethal damage to all the blockers, any 
remaining damage may be divided as its 
controller chooses between them and 
the defending player. 
Again, this distrib- 
ution happens 

before damage 
prevention. 
Blocking 
creatures that can’t 
receive combat dam- 
age, such as a creature 
enchanted with Gaseous 
Form, are completely 
ignored when 
assigning trample 
damage. If such a 
creature is the only 
blocker, then all 
the trample 
damage is 
dealt to the 
defending 
player. 


@ Beth “BethMo” Moursund 


Type changes 

When an effect changes a permanent’s 
type, the new type replaces all previous 
and current types. Reminder text stating 
a card still counts as a particular type, 
such as the text for Stalking Stones 
(“This creature still counts as a land.”), 
is now considered rules text. This means 
that an animated Stalking Stones is 
both an artifact creature and a land. 

For example, when a “sleeping” 
enchantment becomes a creature, it 
counts as only a creature, not a creature 
and an enchantment. If Transmogrify- 
ing Licid’s effect is applied to a creature 
that also counts as a land, such as an 
animated forest, the forest counts as an 
artifact creature, but no longer counts as 
a land (unless an effect on the forest 
specifies that it still counts as a land). 


Checking values 

Any time a spell or ability checks any- 
thing about a permanent during resolu- 
tion, it uses that permanent’s current 
values. If the permanent has left play, 
the spell or ability uses the last values it 
had before leaving play. This rule 
applies both to the source and targets of 
a spell or ability as well as to any other 
permanents it may check. 


Damage templates 

The way we refer to damage in the 
Magic game has changed. Damage is 
now “dealt” at the beginning of damage 
resolution and “successfully dealt” at the 
end of damage prevention. On older 
cards, “assign,” “deal,” and “damage” 
were all used to mean the same thing in 
different contexts. The simpler lan- 
guage doesn't change the function of 
any older cards; a future edition of The 
Duelist will include updated wordings 
for them. 


Additional spell costs 
When a card’s text starts with, “At the 
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time you play,” the text following that 
phrase is an additional cost of playing 
the card. The additional cost must be 
paid when the card’s casting cost is first 
paid. For example, Raze reads, “At the 
time you play Raze, sacrifice a land.” To 
play Raze, you must pay @ and sacrifice 
a land. 


GENERAL 

RULINGS AND 
CLARIFICATIONS 

More on trample 

The rules changes to trample make it 
stronger in some situations and weaker 
in others. Here are some examples: 

» A creature with trample can now 
deal damage to the defending player even 
if blocked by a creature with protection 
from its color. 

» Ifan attacker with trample is 
blocked by multiple creatures whose 
combined toughness exceeds the 
attacker’s power, the attacking player 
can no longer deal any damage to the 
defending player. 

» Ifan attacker with trample is 
blocked by a creature with banding, the 
defending player decides how to distrib- 
ute the damage. 

Also note that “lethal damage” means 
“damage equal to its toughness”—it has 
nothing to do with any abilities that may 
reduce damage or prevent the creature 
from being destroyed. Finally, remember 
that attacking players may assign trample 
damage between blocking creatures and 
the defending player however they wish. 
They aren't required to assign any dam- 
age to the defending player. 


Modifying damage 
Effects that modify the amount of dam- 
age dealt, such as Urza’s Armor and Fur- 
nace of Rath, are replacement 
abilities—they replace the amount of 
damage that would normally be dealt 
with some other amount. If two or more 
such abilities are in effect, apply their 
modifications in the following order: 
effects the active player controls, in the 
order that player chooses, then effects 
the nonactive player controls, in the 
order that player chooses (sometimes 
called “APNAP,” which stands for “active 
player, nonactive player”). 

Ifa spell or ability enables you to 


divide damage among several creatures 
and/or players, divide the damage first, 
then apply effects that modify the 
amount of damage dealt. For example, if 
Furnace of Rath is in play when a tram- 
pling creature deals combat damage, you 
first divide the damage according to the 
trample rules, then the Furnace’s effect 
doubles the amount dealt to each crea- 
ture or player. 


Echo 

Echo is an upkeep cost. While Humil- 
ity is in play, the cost is removed. If you 
gain and lose control of a creature with 
echo multiple times in one turn, you 
still pay its casting cost only once dur- 
ing your next upkeep. If a creature with 
echo phases out, you must pay the echo 
cost again during the upkeep after it 
phases back in (because phased-out 
creatures aren't controlled by anyone). 


ERRATA 

Curfew 

Curfew should read, “Each player who 
controls a creature chooses one of them 
and returns it to owner’s hand.” 


Exhume 

Exhume should read, “Each player with 
a creature card in his or her graveyard 
chooses one of them and puts that crea- 
ture into play.” 


Karn, Silver Golem 

Karn, Silver Golem’s second ability 
should read, “[ . . . ] power and toughness 
each equal to its total casting cost until 
end of turn.” 


Lifeline 

Lifeline should read, “Whenever a crea- 
ture is put into a graveyard and another 
creature is in play, put that creature back 
into play under its owner’s control at end 
of turn.” In other words, its effect works 


for all players. 


Mishra’s Helix 
Mishra’s Helix should read, 
“&, @: Tap X target lands.” 


Remembrance 

Remembrance should read, “[ .. . ] you 
may search your library for a copy of 
that card.” 


Serra Avatar 

Serra Avatar’s second ability should 
read, “Whenever Serra Avatar is put 
into a graveyard from anywhere, instead 
shuffle Serra Avatar into owner’s 
library.” The “from anywhere” part 
means this ability works when the 
Avatar is put into a graveyard from any 
zone—someone’s hand or library, 
limbo, and so on. 


Wail of Junk 

Wall of Junk should include, “Wall of 
Junk counts as a Wall. (Walls cannot 
attack.)” 


SPECIFIC 

CARD RULINGS 

Arcane Laboratory 

While Arcane Laboratory is in play, you 
can’t play a buyback spell twice in one 
turn. It doesn’t matter whether it’s the 
same spell card or not. 


Exhaustion 

Exhaustion affects the target opponent's 
next turn and all permanents he or she 
controls at that time, regardless of 
whether they were in play when 
Exhaustion resolved. 


Hi-Gotten Gains 

Ill-Gotten Gains enables you to choose 
from all the cards in your graveyard, 
including those you just discarded. 


Lifeline 

Ifa card was a creature when it was put 
into its owner's graveyard, it can be 
returned by Lifeline’s effect, regardless 
of whether the card is a creature card. 
For example, if a “sleeping” enchant- 
ment has become a creature and is then 
destroyed while another creature is in 
play, Lifeline will put the enchantment 
back into play, but that enchantment 
will be “asleep” again. 

If several creatures and Lifeline are 
all in play, and all the creatures go to 
their owners’ graveyards at the same 
time (because of Wrath of God, for 
instance), Lifeline’s effect will put all of 
them back into play at end of turn. 


Lifeline and Ball Lightning 
Lifeline and Ball Lightning interact in 
a very messy way. Here’s how. (All the 
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situations below assume that Ball 
Lightning’s controller also con- 
trols another creature.) 

First, let’s say you control Lifeline 
and play Ball Lightning, and the 
Ball Lightning survives to the end 
of the turn. At the end of the turn, 
first the Ball Lightning is buried, 
then Lifeline puts it back into play. 
Ball Lightning buries itself again, 
and the process repeats. Under the 
rules for resolving endless loops, 
both players pick a number, and the 
process repeats that many times and 
then stops (even if this leaves the 
game in an “impossible” position). 
In this scenario, therefore, the Ball 
Lightning ends up in play. 

Next, let’s say you con- a 
trol Lifeline and Ball ? 
Lightning, but the 
Ball Lightning is 
destroyed during 
combat. This time, at the 
end of the turn, Lifeline’s 
effect puts Ball Lightning 
back into play first (rather than‘the 
Lightning burying itself first). Ball 
Lightning then buries itself. The 
process begins to repeat when Life- 
line’s effect puts the Ball Lightning 
back into play. Again, the loop is 
repeated some number of times, but 
because the Ball Lightning burying 
itself is the last step in this repeat- 
ing process, it ends up in its owner’s 
graveyard. 

Finally, let’s say one player con- 
trols Lifeline and the other controls 
Ball Lightning. No loop occurs, 
because once the active player 
resolves his or her end-of-turn 
effects, that player can’t play more of 
them after the other player starts 
resolving theirs. If the active player 
controls Ball Lightning, it will end 
up in play. Why? The active player 
plays and resolves his or her end-of- 
turn effects first, so Ball Lightning 
is buried. Then, when the nonactive 
player resolves his or her end-of- 
turn effects, Lifeline’s effect puts the 
Ball Lightning back into play. The 
active player never gets a chance to 
resolve more end-of-turn effects, so 


[continued] 


the Ball Lightning doesn’t get a 
chance to bury itself again. 

If the nonactive player controls 
Ball Lightning while the active 
player controls Lifeline, then Life- 
line’s effect resolves first, then the 
Lightning buries itself, so the Ball 
Lightning ends-up in its owner's 
graveyard. 


Outmaneuver 

Outmaneuver causes blocked crea- 
tures to deal their combat damage 
to the defending player regardless 
of whether creatures are still block- 


ing them when combat damage is 
dealt. 


ee sia ee a 
werra Avatar 


Serra Avatar is shuffled back 


goes to its owner's graveyard, 


into a graveyard from a library, 


from play, from a player’s hand, and 


so on. (If it loses its second ability 
because of an effect such as Hum- 
ble’s, it won't be reshuffled.) 

Lifeline, on the other hand, 
works only when a creature goes to 
a graveyard from play—that’s why 
its rules text reads “creature” and 
not “card.” 


brecodile 

Veiled Grocidils will “awaken” if 
your hand becomes empty even 
momentarily, such as while playing 
or resolving a spell. You don’t play 
the triggered ability that turns the 
Crocodile into a creature, however, 
until the end of the current event. 


Worship doesnt t prevent damage— 


it just changes what happens at the 
time damage would normally be 
subtracted from your life total. 
Abilities that trigger on damage 
(Abyssal Specter’s, Somnophore’s, 
and so on) are unaffected, because 
they will have already triggered. 
This ruling also applies to Ali from 
Cairo and Sustaining Spirit. 
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into its owner's library when it 


no matter where it came from. 
It doesn’t matter whether it’s put 
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by Brian Weissman 


For the first key play, let’s backtrack 
all the way to a Pro Tour-New York 
Qualifier in Cherry 
Hill, New Jer- 


Lauer was facing off 
against Sebastien Sauve 


in the semifinals, and the 


match stood at one game 
apiece. Running a great 
black/red draft deck against Sauve’s 
black/white, Lauer felt confident 
of victory. But there was one stum- 
bling block—a Circle of Protection: 
Black that Sauve kept drawing. He 
had placed it in his main deck at the 
outset, and it made appearances ~ 


in the first two games. Somehow 


Lauer had been able to pull off a vic- 


QUINTON HOOVER 


tory despite the enchantment in Game 2, 
but things looked bad for him in Game 3. 
Lauer’s entire offense was black, save for a lone 
Mogg Raider, which stood useless against an army of blockers. 

But Lauer bided his time, for he had seen the one card that might get him 
out of the situation—a card he knew was in his opponent’s deck! With a few 
turns to live, Lauer finally drew the card he needed to pull off his key bluff. 
Tapping all his mana, Lauer cast a 10-point Endless Scream on the little 
Mogg Raider and attacked, threatening 11 damage. 

Sauve was stunned. Fearing that Lauer could remove his few blockers and 
attack again with the Raider, he cast Cloudchaser Eagle. Lauer planned his 
whole strategy around that one creature, and he quickly sacrificed Mogg 
Raider before the Eagle came into play. That left just one enchantment in 
play: the Circle of Protection: Black! Lauer’s patience and foresight paid off 
grandly, and he wrapped up the game the next turn: 


The second key play comes from Pro Tour-Chicago. Casey McCarrel 
of the United States found himself down two games to one.against Dirk 
Baberowski of Germany. It was a surprise, too; McCarrel had drafted what 
was felt to be the best deck at the table. After both players drew their open- 
ing hands, McCarrel had what looked like a near-perfect draw from his 
mono-black deck. The crowd gasped in amazement at a hand of two 
swamps, a Spinal Graft, a Knight of Dusk, and three Vampire Hounds! 

But McCarrel paused. He looked at this “God hand” for a full minute. 
Everyone waited breathless while McCarrel first pondered, and then did the 
unthinkable: he Mulliganed! 

And you know what? It was the perfect thing to do. McCarrel’s second 


draw yielded a critical flyer, Foul Imp, in place of one of the Vampire Hounds. WWW e W 0 N « N E T 


Other than that, he got pretty much the same draw, and he would have won 


the fourth game had Baberowski not drawn a timely Spike Worker. McCar- — pe << 
rel had the guts to Mulligan what seemed like a perfect hand, and it almost 


paid off. For Magic key plays, madness and genius are only separated by 


degrees of success. 
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iby) Mark Rosewater 


The Future of Magic 


Sixth of One, Half a Dozen of Another 


fter seeing numerous rumors on the Inter- 
net about the rules changes coming with 
the Classic (Sixth Edition) card set, | wanted 
to allay some fears and give a hint of things 
to come. 

For starters, the Classic (Sixth Edition) card set 
will include a substantial cleanup of the existing 
rules. These rules should have little or no impact on 
a new or beginning player—other than making the 


game easier to learn and understand—but the 
changes will alter play for expert Magic players. 
That said, let me deal with a few concerns. First, 


the changes, while tweaking a few basic rules, will 
in no way change the fundamentals of Magic—no 
new colors of mana, for example. The closest paral- 
lel | can draw is the changes made between Limited 
Edition and Unlimited Edition, when concepts such 
as protection were redefined. Protection didn’t 
work exactly the same in Unlimited as it did before 
(originally, Circle of Protection: Black couldn’t be 
used to prevent damage from a Black Knight, for 
example). Protection now works in a way that 
makes more sense within the rules as a whole. 

The purpose of the rules changes is twofold. 
First, it will allow us to clean up the rules. It is no 
secret that the rules have gotten unnecessarily 
complicated in the last five years. Second, it will 
allow us to make the rules more intuitive. Another 
problem of recent years is the necessity to memo- 
rize a long list of rulings to play competitively. The 
new rules are designed to make it easier for the 
players to figure out what happens when a rules 
question pops up without having to resort to 
“looking it up.” As a nice side benefit, having more 
intuitive rules will make it easier for new players to 
learn the game, thus keeping a steady flow of “new 
blood” in Magic. 

We understand that change of any kind is disori- 
enting. It is our hope that The Duelist will be able 
to help explain the new rules, examine why they 
were changed, and demonstrate how they will 
affect the post-Classic (Sixth Edition) environment. 


Stay tuned for more developments, 
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any natural material, inc udin: 
the dirt and rocks native | 


Therefore, to retain the spirit of 
Darwin's submission, the namin 
team chose to keep the name 
Avalanche Riders. . 

}» The summon type: It was 


decided that the creatures should 


be human and nomadic in nature. 
The closest supported summon 
type to match this flavor was 
“Summon Nomads.” 

» The art description: Here is 
the art description we sent out: 
“These creatures are human 
nomads living in the mountains 
of Shiv (a warm, volcanic 
climate). In the art, we watch as 
several use toboggan-like devices 
carved out of petrified tree 
stumps to ride an avalanche of 
rock and dirt falling down a 
mountainside. The avalanche 
riders get a great thrill out of this 
dangerous ride. It is obvious that 


R&D 
- ® The new mechanic: TI 
new mechanic that I have beer 
hinting at for months is echo. As 
many have guessed, this mechanic 
allows us to make a very strong 
card at a very aggressive casting 
cost. 

® The rarity: The develop- 
ment team decided to make 
Avalanche Riders an uncommon 


card. It was too complex to be 
common but not so complex that 
it needed to be rare. Also, by 
making it uncommon, the 
designers ensured it would see a 
fair amount of sealed-deck play. 
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ADVANCED DUNGEONS & DRAGONS ROLEPLAYING GAMES 


ROLEPLAYING GAMES 


Time Revease PRICE TIME RELease PRICE Time RELEASE PRICE Time RELEASE PRICE 
AD&D Rules AD&D Birthright AD&D Lankhmar ARs Magica 
Combat & Tactics 07/95 $16.99 Binsada Domain SB 03/96 $6.99 Lankhmar, City of Adv. 09/96 $9.99 Ars Magica 4th Ed 08/95 $25.99 
DM Guide 02/95 $23.99 Blood Enemies 09/95 $14.99 Prince of Lankhmar 09/95 $9.99 Black Death 08/96 $11.99 
DM Rules High Lvl Cmpgn 09/95 $17.99 Book of Priestcraft 11/97 $17.99 Rogues of Lankhmar 09/95 $7.99 Faeries 12/96 $14.99 
Monstrous Manual 02/95 $29.99 Cities of Sun 12/95 $14.99 Slayers of Lankhmar 08/96 $11.99 Festival Damned Anniv 09/98 $15.99 
Players Handbook 02/95 $28.99 Endier Domain SB 07/95 $6.99 Tales of Lankhmar 06/98 $10.99 Hedge Magic 02/98 $11.99 
Skills & Powers 09/95 $24.99 Havens Great Bay 11/96 $16.99 Wonders of Lankhmar 09/96 $7.99 Lion of North 08/96 $12.99 
Spells & Magic 06/96 $19.99 Legacy Kings Campaign 09/95 $24.99 Medieval Handbook 10/95 $16.99 
Legends HeroKings 11/96 $16.99 AD&D Planescape Mythic Europe 08/95 $14.99 
AD&D Accessories Medoere Domain SB 04/96 $9.99 Campaign Setting 02/95 $28.99 Return of Stormrider 05/98 $12.99 
Arms & Equipment Guide 05/95 $18.99 Naval Battle Syst 11/96 $8.99 City of Doors 11/97 $24.99 Wizard's Grimoire 10/96 $14.99 
Book of Artifacts 05/95 $17.99 — Rjurik Highlands 01/97 $16.99 Dead Gods. 12/97 $27.99 
Castle Sites 01/96 $10.99 Roesone Domaine SB 07/95 $5.99 Doors to the Unknown 11/96 $10.99 Dragonlance Fifth Age 
College of Wizardry 02/98 $16.99 Sjordvik Domain SB 11/96 $6.99 Faces of Evil 08/97 $15.99 Bestiary 09/98 $20.99 
Compl Bk Villians 07/95 $16.99 Sword of Roele 03/96 $10.99 Faction War 09/98 $16.99 Citadel of Light 08/98 $18.99 
Complete Elves 12/95 $16.99 Tribes of Heartless Wsts 01/98 $16.99 Great Modron March 09/97 $20.99 Dragonlance 5th Age 09/96 $20.99 
Complete Fighter 08/95 $14.99 Warlock Stonecrowns 01/96 $8.99 Guide Astral Plane 10/96 $13.99 Heroes of Defiance 09/97 $16.99 
Complete Ninja 09/95 $18.99 Guide to Ethereal Plane 08/98 $13.99 Heroes of Sorcery 08/98 $16.99 
Complete Paladin 07/95 $16.99 AD&D Dark Sun Harbinger House 11/96 $11.99 Heroes of Steel 11/96 $14.99 
Complete Priest 06/95 $16.99 Black Flames 05/95 $12.99 Hellbound 09/96 $20.99 Wings of Fury 08/97 $18.99 
Complete Wizard 05/95 $16.99 Defilers & Preservers 07/96 $13.99 In the Cage 02/96 $13.99 
Country Sites 11/95 $10.99 DragonKings 02/95 $16.99 Monst. Comp. Appen.1 04/98 $21.99 Shadowrun 
DM Screen & Index 11/95 $9.99 Forest Maker 09/95 $14.99 Planes Chaos Box 04/95 $28.99 2nd Ed.GM Screen 04/95 $11.99 
Deck Encounter 2 09/95 $16.99 Marauders Nibenay 02/96 $12.99 Planes of Conflict 03/96 $24.99 Awakenings 06/96 $12.99 
Deck Magical Items 10/95 $16.99  Merchnt House Amketch 07/95 $12.99 Planewalker's Handbook 09/96 $19.99 Blood in Boardroom 04/98 $12.99 
Deck Psionic Power 02/96 $13.99 Mind Lords Last Sea 09/96 $16.99 Something Wild 03/96 $10.99 Bug City 09/96 $15.99 
Dungeon Builders Guide 06/98 $17.99 Psionic Artifacts 09/96 $16.99 Tales from Infinite Staircase06/98 $16.99 Companion 11/96 $13.99 
Encyclopedia Magica 1-4ea04/95 $21.99 Valley Dust & Fire 09/95 $9.99 Uncaged: Faces of Sigil 08/96 $16.99 Corporate Shadowfiles 04/95 $14.99 
ilithiad 06/98 $19.99  Windridrs of Jagged Clifs 01/96 $12.99 Cyberpirates 12/97 $15.99 
Monst Comp Anni 3 or4 11/96 $16.99 AD&D Ravenloft Cybertechnology 11/95 $12.99 
Sages & Specialists 08/96 $16.99 AD&D Forgotten Realms Castle Forlorn 09/95 $16.99 Fields of Fire 04/95 $13.99 
Sea Devils 08/97 $16.99 City of Splendors 04/95 $20.99 Champions of Mist 11/97 $10.99 First Run 09/98 $10.99 
Strongholds 09/95 $14.99 Cormanthyr: Empr of Elves 03/98 $23.99 Childrn of Night: Vampre 11/96 $13.99 Germany Sourcebook 07/95 $14.99 
Tome of Magic 04/95 $16.99 Demi Human Deities 10/98 $21.99 Death Unchained 09/96 $10.99 Grimoire 2nd Ed. 04/95 $12.99 
Treasure Chest 07/95 $10.99 Elminster Ecology 2 01/96 $13.99 Domains of Dread 07/97 $24.99 Missions 04/97 $12.99 
Treasure Tales 08/96 $10.99 Empires Shining Sea 09/98 $24.99 Forged of Darkness 03/96 $10.99 Mob War 12/97 $12.99 
Wizard's Spell Comp 4 09/98 $21.99 Faiths & Avatars 03/96 $21.99 Forgotten Terror 09/97 $11.99 New Seattle 08/98 $17.99 
Fall of Myth Drannor 11/97 $13.99 Gothic Earth Gazetteer 12/95 $9.99 Portfolio of Dragon 11/96 $12.99 
AD&D Adventures Forgotten Realms Cmpgn 07/95 $24.99 Guide to Transylvania 09/96 $10.99 Predator & Prey 06/98 $14.99 
AHero's Tale 09/96 $10.99 Four from Cormyr 10/97 $16.99 Hour of the Knife 04/95 $8.99 Renraku Arcology Shutdown05/98 $12.99 
Cleric Chaling 2 01/96 16.99 Great Glacier 01/96 $9.99 Howls in the Night 09/96 5.99 Rigger 2 03/98 $16.99 
Evil Tide 10/97 8.99 Hellgate Keep 06/98 $9.99 Island of Terror 02/96 $9.99 Seattle Sourcebook 04/95 $13.99 
Eye to Eye 01/97 $10.99 Heroes Lorebook 08/96 $16.99 Light in Belfry 02/96 $12.99 Shadowrun 2nd Ed. 12/94 $20.99 
Gates Firestorm Peak 11/96 $16.99 Lands of Intrigue 10/97 $25.99 Children of Night 04/96 $14.99 Shadows of Underworld 11/96 $12.99 
Lost Shrine Bundushatur 12/98 8.99 Marco Volo Journey 09/95 $6.99 Neither Man nor Beast 01/96 8.99 Shadowtech 04/95 $13.99 
Moonlight Madness 02/98 $12.99 Netheril Empire Magic 10/96 $24.99 Night of Walking Dead 04/95 5.99 Street Samurai Catalog 09/95 $10.99 
Night of the Shark 12/97 9.99 Night Below Undrdrk Cmpgn12/95 $24.99 Nightmare Lands 11/95 $16.99 Super Tuesday 06/98 $12.99 
Paladin in Hell 10/98 $11.99 Pages from Mages 12/95 $12.99 Requiem: Grim Harvest 09/96 $24.99 Target Smuggler Havens 04/98 $12.99 
Rod of Seven Parts 09/96 $28.99 Powers & Pantheons 09/97 $19.99 Roots of Evil 04/95 9.99 Target UCAS 12/97 $12.99 
Sea of Blood 12/97 $10.99 Prayrs from Faithful 12/97 $17.99 Servants of Darkness 05/97 $10.99 Tir Na Nog 09/95 $15.99 
Thiefs Challenge 2 01/96 + $6.99 Ruins Zhentil Keep 01/96 $24.99 Shadow Rift 06/98 $21.99 Underworld 04/98 $13.99 
Wizard Chaling 2 09/95 $6.99 Ruins of Undermtn 04/95 $20.99 Thoughts of Darkness 09/95 $7.99 
Spellbound in Realms 07/95 $24.99 Van R's Gde to Ancnt Dead 04/95 $13.99 Fantasy RPG 
AD&D Al-Qadim The North 05/96 $20.99 Vecna Reborn 08/98 $11.99 Castle Falkenstein 02/95 $24.99 
Caravans 10/95 $15.99 Undermtn Trilogy 3 01/97 $7.99 Web of Illusion 09/96 7.99 Earthdawn 06/95 $17.99 
Cities of Bone 05/95 $14.99 Villains' Lorebook 08/98 $21.99 Fantasy Earth 01/96 $12.99 
City of Delights 09/95 $16.99 Volo Guide Dalelands 07/96 $12.99 AD&D Greyhawk Adv Hercules & Xena 09/98 $25.99 
Corsairs of Great Sea 09/95 $14.99 Wizards & Rogues of Realm02/96 $19.99 Adventure Begins 08/98 $16.99 Indiana Jones 02/95 $24.99 
Golden Voyages 02/96 $14.99 Crypt of Lyzandred 09/98 $7.99 MERP 2 Softcover 10/95 $19.99 
Land of Fate 02/96 $16.99 AD&D Lankhmar Doomgrinder 10/98 $8.99 Palladium Fantasy 03/98 $21.99 
Reunion 05/98 = $7.99 Avengers of Lankhmar 07/96 $8.99 Greyhawk Playr Gd 09/98 $10.99 Pendragon 4th Ed. 05/95 $19.99 
Ruined Kingdom 06/95 $14.99 City of Lankhmar 02/95 $17.99 Return of Eight 09/98 $10.99 Rolemaster 3-in-1 12/97 $54.99 
Sha'irs Handbook 04/95 $14.99 Cutthroats of Lankhmar 09/95 $18.99 Star Cairns 10/98 9.99 Skyrealms Jorune 3rd Ed. 09/95 $16.99 
j 
| PC GAMES SONY PLAYSTATION NINTENDO 64 
Roleplaying Strategy Alundra 01/98 $42.99 40 Winks 06/99 $66.99 
AD&D Collector's Ed. 07/98 $15.99 AD&D Birthright 07/97 $27.99 Brave Fencer Musashi 11/98 $46.99 Banjo-Kazooie 07/98 $52.99 
Ancient Evil 10/98 $45.99 Age Empires Finl Congst 07/98 $18.99 Breath of Fire 3 05/98 $41.99 Blades of Steel 2 11/98 $56.99 
Baldur's Gate 11/98 $44.99 Blackstone Chroncles 11/98 $44.99 Brigandine 11/98 $44.99 Body Harvest 10/98 $58.99 
Celtica 10/98 $44.99 C&C 2: Tiberian Sun 11/98 $54.99 Clock Tower 2 11/98 $42.99 Buck Bumble 10/98 $62.99 
Diablo 2 03/99 $48.99 Caesar 3 10/98 $29.99 Death Trap Dungeon 04/98 $29.99 Castlevania 64 02/99 $56.99 
Eldr Scrlls Morrowind 03/99 $54.99 Civ 2 Multiplayer Gold Ed 10/98 $27.99 Dragon Warrior 12/98 $46.99 Chameleon Twist 01/98 $54.99 
EverQuest 01/99 $44.99 Civ 2 Test of Time 11/98 $48.99 Final Fantasy 8 08/99 $54.99 Conker's Quest 01/99 $53.99 
FR Descent Undermtn 01/98 $19.99 Duel: Mage Wars: 10/98 $39.99 Final Fantasy VII 09/97 $52.99 Dragon Wars 02/99 $66.99 
Fallout 2 11/98 $44.99 Dune 2000 09/98 $39.99 Granstream Saga 07/98 $44.99 Flying Dragon 10/98 $54.99 
Final Fantasy VII 06/98 $32.99 Golgotha 10/98 $48.99 Heart of Darkness 09/98 $42.99 Hercules 01/99 $66.99 
Gothica 12/98 $48.99 Heroes of M& M3. 03/99 $44.99 Kagero:Deception 2 10/98 $43.99 Jet Force Gemini 02/99 $62.99 
Hexplore 09/98 $25.99 Knights and Merchants 10/98 $39.99 Kartia 08/98 $44.99 Legend Mystical Ninja 64 06/98 $59.99 
Icarus: Sanctuary of Gods 10/98 $26.99 Lords of Magic SE 10/98 $39.99 Legacy Kain Soul Reavr 01/99 $46.99 Legend of Zelda 11/98 $62.99 
Lands of Lore 3 11/98 $44.99 Myth 2 11/98 $43.99 Lunar Silver Star Story 12/98 $46.99 Mace: The Dark Ages 10/97 $48.99 
Might & Magic 6 04/98 $37.99 Rainbow Six 08/98 $29.99 Master of Monsters 10/98 $42.99 Perfect Dark 02/99 $62.99 
Rage of Mages 10/98 $37.99 Settlers 3 11/98 $35.99 Other Life Azure Dreams 07/98 $46.99 Quest 64 06/98 $64.99 
Star Trk Final Unity 07/95 $12.99 SimCity 3000 12/98 $44.99 Parasite Eve 09/98 $49.99 Robotech 09/98 $71.99 
Swords & Sorcery 02/99 $48.99 Star Trek Birth Fed 12/98 $48.99 Saga Frontier 03/98 $42.99 Shadowgate 64 12/98 $62.99 
Thief: The Dark Prict 11/98 $29.99 Starcraft 04/98 $36.99 Suikoden 2 12/98 $45.99 Shadowman 01/99 $66.99 
Ultima 9 Ascension 02/99 $52.99 Warhmmr 40k Chs Gate 11/98 $45.99 Tales of Destiny 10/98 $44.99 Turok Dinosaur Hunter 2 10/98 $64.99 
Ultima Online: 2nd Age 10/98 $44.99 Warlords 3: Dark Lords 08/98 $34.99 Xenogears 10/98 $46.99 Xena Warrior Princess 02/99 $66.99 
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iy) DUNGEON MASTER’ Guide 


Ausivens 


Dungeons S_ Dragons 


‘ADVANCED DUNGEONS & DRAGONS DUNGEON MASTER 
GUIDE’ The essential manual for all the information you need to 
create and run thrilling sword and sorcery adventures is clearly 
laid out. Learn all there is to know about magic spells, hundreds 
of magical devices and treasures, battles, travel, experience 
awards, and more. This fresh, new format is your guidebook to 
the challenging world of the AD&D Dungeon Master! 

TSR (Fantasy) 

Release: NOW 
Roleplaying 


‘ADVANCED DUNGEONS & 
DRAGONS PLAYER’S HAND- 
BOOK’ An indispensable encyclope- 
dia of fantasy roleplaying. Describes 
how to create your own characters; 
outlines unique aspects of dwarves, 
halflings & other fantasy races; how to 
arm yourself for battle against super- 
natural monsters & enemies using 
weapons, armor & magical spells. 
Fully illustrated guide to adventure! 
TSR (Fantasy) 
Release:NOW 
Roleplaying 


LAVYER'S HANDBOOK 


DGnEEons B Dragoms 


‘SHADOWRUN’ In the world of 
2053, magic has returned and 
elves, dwarfs, orks, and trolls 
have assumed their true forms, 
with megacorporations in charge. 
When they want something done 
they come to you. You might be a 
decker, street samurai or a magi- 
cian. Whatever you are, you will 
need all the power you possess 
to make a shadowrun. 

FASA (Sci-Fi) 

Release NOW 
Roleplaying 


7 MYTH Il: SOULBLIGHTER’ is the 
sequel to the popular Myth: The 
@ Fallen Lords. Features an 
"| improved engine with 3-D mod- 
ij 4 els, 4x finer terrain mesh, & new 
4 lighting model. New effects 
include 3-D fire, ambient life, & 
powerful spells. Includes 
* improved pathfinding, Al, & new 
units & terrain. Net fun with solo 
& team rankings. 
Bungie Laat 
Release: 11/9 
PC CD 


‘BALDUR’S GATE’ is set in the 
legendary Forgotten Realms 
campaign world. It features a 
transparent interface and game- 
play that uses a real-time modifi- 
cation of the Advanced Dungeons 
& Dragons rules system. There 
are over 60 monsters to fight, 
you control a party of six each 
with unique abilities and per- 
sonas. 
Interplay (Roleplaying) 
Release: 11/98 
PC CD 


“FINAL FANTASY VII’ An innova- 
|tive role-playing game with 
seamless 3D gameplay and ani- 
mation. Rather than learning 
spells, characters find & buy 
gems mounted on weapons or 
armor, giving spell-like power. 
| Hundreds of pre-rendered, com- 
| puter-generated backgrounds & 
| real-time battles, map screens, & 
complex engrossing storyline. 

Eidos (Roleplaying) 
Release: NOW 
PC CD 


» @) Brian Hacker 
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New Faces, New Controversies 


An Inside Look 
at Pro Tour—Chica {ZO — Casey McCarrel Mulliganed a hand with players outside America have been 


three Vampire Hounds, Spinal Graft, found; if the placard says anything 
onstructed events on the ProTour — Knight of Dusk, and two swamps. Pro other than Olle Rade or Jakub Slemr, 
are normally filled with incredible Tour personality Nate Clarke said, “If 1 they figure they don't need to worry. 
stress and heated arguments with _ got that hand in the last game of the Well, add names like Martin Ceder- 
friends about issues like whether finals, 'd stand up, put an index finger crantz and Benedikt Klauser to the 


Chill is better than Warmth—a into the air and chant U-S-A!” Whether —_ watch list. 
month before the tournament date! The you agreed or disagreed with the Mulli- 


night before a Constructed Pro Tour gans, they certainly raised many eye- Jeff Fung: No Longer on the 
event looks like a scene from an Alfred brows and showed that even at the Bottom of the Wheaties Box 
Hitchcock film, with players staggering highest level of Magic play, there is con- _‘ Jeff Fung was the Pro Tour regular’s 
around at 2 A.M. like zombies, desper- siderable difference of opinion about equivalent of the guy who shows up on 
ately searching for the fourth City of what the optimal plays are. Michael Jordan posters at the bottom of 
Solitude to make their decks work. the rim, getting dunked on by MJ. The 
Limited events, like September's Pro Men with Visas stories about his inability to qualify had 
‘Tour-Chicago, have none of the same Ever hear of Dominique Coene or reached legendary status, including 
ambience. They are usually relaxed, the Dirk Baberowski before Chicago? losses to people half his age. In this Pro 
hotels’ lobbies filled with frivolity. The Me neither. You may not have heard ‘Tour event, however, he showed that 
lobby of a hotel hosting a Limited Pro of Jeff Fung or Ryan Fuller either, he’s ready to be above the rim, with his 
Tour event looks like the doorstep of a but these four players comprised half name featured on the poster. With so 


college double-keg party. People come in _ of the Top 8. Shockingly, only two many players making big splashes in 
= Americans, Jon Finkel and Casey = 

McCarrel, made the Top 8 (both also 
made it to the Top 8 at Pro Tour— 
New York, a Tempest-Stronghold 
Booster Draft). Many Americans 
were surprised that a draft event, 


which is normally considered Ameri- 


can-dominated, would have four 
Europeans and two Canadians in the 
finals. Americans are becoming noto- 
rious for their belief that all good 


their debut Pro Tour events, I’m getting 
more and more afraid of the seventeen- 
year-old Pro Tour hopeful who lives 
next door to me. I remember that not 


and exchange handshakes and excited 
yells and hollers. Friends who haven't 
seen each other since the last gathering 
make plans for dinner, and acquaintances | 
too long ago, Brian Selden fit that 
description. 


make plans for side matches—but not 
until Sunday night! 
When the tournament is over and the | 
janitors pick up those last scrub com- 
mons from the floor, what memories 
drift through a player’s mind? What 
memories will forever be associated with 


Randy Buehler and the 
Ethics of Competition 

One of the most significant matches 
played at Pro Tour-Chicago was the last 


Pro'Tour-Chicago? Here are mine. : Swiss match between Randy Buehler 
NOT JUST FACES IN THE CROWD: and Canada’s Ryan Fuller. Buehler is a 
Controversial Mulligans From left to right: Benedikt Klauser, consummate competitor, widely 
Benedikt Klauser Mulliganed a hand Casey McCarrel, and Jeff Fung bring respected on the Pro Tour. His first year 
with six lands and a Merfolk Looter. fresh blood to the tournament scene. _ on tour was a jaw-dropper, and going 
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into the last draft, all he needed was a win to secure 
a Top 8 appearance. 

Buehler had gone 0-1-1 in his first two matches 
at the last draft table and was on the doorstep of 
missing the Top 8 cut if he lost. Fuller needed a win 
to make the final eight, but he wasn’t sure whether 
he needed the full three points for the match win or 
whether he could make the final eight with just an 
intentional-draw point. Buehler worked on him to 
draw, knowing that a draw would give Buehler that 
last crucial point needed to get into the final eight. 
Fuller and Buehler conferred before the match 
started, trying to decide what to do. 

Then Fuller turned back in his chair and asked 
another player—Thomas Guevin—to do the math 
and figure out whether Fuller needed a win or just a 
draw. One of the judges saw this happen, and asked 
another judge whether what Fuller was doing was 
right. Buehler heard the conversation and made a 
passionate plea for a game loss. After a long confer- 
ence, the judges gave Fuller a game loss, handing 
Buehler a huge 1-0 lead for the match. 

Fuller went on to win the next two games handily, 
and at the conclusion of the match, the crowd gave 
Fuller a loud ovation. Why? Fuller isn’t hugely pop- 
ular on tour, and there sure weren't 50 Canadians 
present in Chicago cheering on their countryfolk. 
The crowd simply felt that Buehler had “cheesed” 
Fuller. While nobody was arguing that Buehler’s 
behavior was wrong according to the rules, many 
said that he was going after an unethical advan- 
tage—even though the advantage he sought was not 
just allowed, but advocated by the floor rules. The 
topic was a hot one for Pro Tour players, and there 
was no clear-cut majority opinion. While all 
Buehler received was mild teasing after he was 
knocked out of the tournament by Fuller, one has to 
wonder what the reaction would have been if 


Buehler had prevailed and won the Pro Tour. 


International Flavor 
As I left the hotel on Monday morning, getting 
ready to go back home to San Diego, I walked by a 
room with two Magic players who weren't speaking 
English. I had first spotted them the night before 
when I was drafting next to them. They were still 
there in the morning, playing furiously. I couldn't 
communicate much with them, just a little bit about 
Magic with hand gestures and body language. As I 
walked by, one of them turned to me and smiled, 
flashing me a Cursed Scroll so his opponent could- 
nt see it. He had drafted it as a first pick. 

He shook his head and smiled. I smiled back. We 
both knew it was broken. 


Pro Tour player Brian Hacker says that if you decipher the 
runes on Cursed Scroll, you'll discover the lyrics of “We Are the 
World.” That's why it’ cursed. 


 Draw-Go Dominates 
Super Series 


he juniors came out in force for 
this year’s Super Series Central 
Division Championship, which 
was held concurrently with Pro 
Tour—Chicago. 

In the lower division (14 and 
Under), 55 players played six grueling 
rounds, attempting to make the Top 8 
and thereby win a free trip to this 
season’s $250,000 Super Series Cham- 
pionship and a guaranteed $1,000 in 
scholarship money. Playing a black/ 
blue “Draw/Go” deck variant, Justin 
Hadlock of Lockport, Illinois, played 
to a perfect 6-0 record, finishing in 
first place. “Me and (teammate) 

Derek Rank thought it (Draw/Go) was 
the best deck,” said Hadlock. “With a 
few changes from Derek’s World 
Championship deck, we expected the 
juniors wouldn’t be ready for the 
black standard.” 

In the 15-to-17 age group, out of the 
61 players competing, Doug Moses of 
Mokena, Illinois, placed first with a 
Draw/Go variant. Though not as domi- 
nant in the upper division as the lower, 
the Draw/Go deck saw Moses, as well as 
Dan Cahir (Seattle, Washington) and 
Mark Slapak (Northbrook, Illinois), fin- 
ish in the Top 8. Two players, Udo Rein- 
ert (Astoria, New York) and Christian 
Krugler (West Des Moines, lowa), played 
the mono-red “Sligh” deck to Top 8 
finishes. Paul Weber (Roswell, Georgia) 
finished in third place, playing a black- 
weenie “Pox” deck he borrowed from a 
friend. “A friend of mine lent the deck 
to me because it beat most of the field 
we tested against,” said Weber of his 
deck. 

The next stop on the Junior Super 
Series’ Road to Orlando will be the 
Western Division Championship in 
March aboard the Queen Mary in Long 
Beach Harbor. Players wanting more 
information on feeder tournaments can 
contact Wizards of the Coast at (800) 
324-6496 or visit the company’s web- 
site at <www.wizards.com>. 

—Jack Lewis Stanton 


The Winning Decks © 


Lockport, IL 
Winner, 14 & under 


ARTIFACTS (5) 
Nevinyrral’s Disk 
I Phyrexian Furnace 


BLACK (4) 
2 Derelor 
Z Terror 


BLUE (25) 
Capsize 
Counterspell 
Dismiss 
Dissipate 
Forbid 

Force Spike 
Impulse 
Mana Leak 
Silver Wyvern 
Whispers of the Muse 


ND (24) 
Bad River 


5 he=NANNNNDAN 


I 

I Island 

3 Quicksand 

3 Reflecting Pool 

I Swamp 

4 Underground River 
| Volrath’s Stronghold 
SORCERIES QQ) 

Z Lobotomy 
SIDEBOARD (15) 

2 Chill 

2 
4 


Dread of Night 
Hydroblast 
Lobotomy 

2 Phyrexian Furnace 
2 Sea Sprite 
I 
I 


Steel Golem 
Terror 


Mokena, IL 
Winner, 15-17 


ARTIFACTS (4) 
4 Nevinyrral’s Disk 


BLUE (30) 

Capsize 

Counterspell 
Dissipate 

Forbid 

Force Spike 

Impulse 

Memory Lapse 
Rainbow Efreet 
Whispers of the Muse 


LAND (26) 

18 Island 

4 Quicksand 

4 Stalking Stones 


SIDEBOARD (15) 

3 Hydroblast 

4 Phyrexian Furnace 
4 Sea Sprite 

4 Wasteland 
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ONOR. VENGEANCE. 

HOPE. TERROR. 

Four Kingdoms, four 

creeds. Four immortal 
siblings have fought for 1500 
years to rule the land of 
Darien. But one of the rivals 
discovers an ancient artifact, 
and it shatters the balance of power overnight. Massive armies collide. 
Supernatural forces level entire cities. Chaos destroys the land and 
the stability of the universe is shaken forever. 


Features 


* Four unique sides with different build hierarchies 

+ Hardware support for improved graphics and special effects 
* Rich, in-depth story and character development 

* Physical changes in veteran units 

* Lay siege to castles and cities 

+ Non-player humans, wandering monsters and life forms 

* Pre-built multiplayer bases and/or units 

* Multiplayer missions & varied victory conditions 

* Switchable radar/main map view 

* Custom keyboard mapping 

* Multiplayer capabilities over LAN, TCP/IP, modem and Internet. 


Wind S Time has forgotten us and we have forgotten time. Our city is the forest. Our road is the wind. Those who visit our shores uninvited will perish. 


La RAE EEE MRE TREN Se 


Me 


ROSQEALTESTASIGSLY SVITILSI IESG CLOSES SLISVI SIO’ 
SS ee oes 
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Fire = We seek the unknown. We find knowledge and power hidden from ordinary minds. Through skill and study, we will attain the impossible and the world will tremble. 


Four powerful siblings. 
A vanished monarch. 
One massive realm. 
The epic quest to control it all begins this March. 


Weved eecieilarvice 
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jation and Total Annihilation: Kingdoms are trademarks of Humongous Entertainment, Inc. Cavedog Entertainment and the Cavedog Entertainment 


and published by Cavedog Entertainment, a division of Humongous Entertainment, Inc. Distributed by GT Interactive Software Corporation. 


Choose your loyalties now at www.cavedog.com 
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oure Brian Hacker, playing a 
/ Humility/Orim’s Prayer deck in 
the semifinals of Grand Prix— 
Lisbon. You want to get Humility 
and Orim’s Prayer into play so 
creatures can't damage you, then deck your 


Cycle Constructed formats 
sed at Grand Prix events 


| = 
jand Pro Tour-agne Qualifiers. opponent with Grindstone. You have Coun- 


terspells and Forbids to defend the lock and 


Lobotomy to threaten control decks. Your 


“This month, welsee that 


Brian Hacker has learned opponent is, well, me—Randy Buehler. I’m 


playing a red/blue control deck known as 
“Counter-Phoenix” that uses Intuition to 
retrieve Shard Phoenixes, which are used as 
creature control or as discards to buy back For- 
bid. I plan to attack with a Phoenix to win. 


| 
his craft well. | 
| 
| 
} 


THE SETUP 

Game one begins like most control-on- 
control matches: Both of us play a lot of land. 
You get out a Scroll Rack, and I manage to 
cast Intuition and put a Shard Phoenix into 
play. I'm attacking, but with Orim’s 
Prayer on the table, you aren't worried 
about losing anytime soon. You put 
down a tenth land and play Lobot- 
omy. I counter with Forbid and buy it 
back by discarding two Shard 
Phoenixes. You play Forbid without 
bityback to counter my Forbid, leaving 
wee mana untapped. The only counter 
I have left is Mana Leak, so Lobot- 


omy is going to go through. 


However, I respond to your 
Lobotomy by playing Cap- 
size without buyback on your 
Orim’s Prayer. Because it’s an 
instant, it resolves before Lobot- 
omy does, and you can’t strip 
my deck of the remaining 
Capsizes (and I discarded my 
Shard Phoenixes, so you can’t 
take those either). By the time 
Lobotomy resolves, all I have 
left in my hand is Intuition, 
Mana Leak, and a land. You 


choose Intuition and memo- 


Permission 


Controlling a Control Deck 
is Often a Battle of Attrition 


rize every card in my deck while removing the 
other copies. 

A few turns later, you finally get Humility, 
Orim’s Prayer, and Grindstone into play. By 
now youre at 6 life and I have three Shard 
Phoenixes in play, but you’re in control. I need 
to draw my last Capsize to break the lock. 

You grind 18 cards into my graveyard. I’m 
down to three cards in my library; the game is 
about to end one way or another. Still at 6 life 
with three Phoenixes poised to finish you, you 
can lose only if I Capsize both your Humility 
and your Prayer. That last Capsize was not 
among the cards you ground away, so either I 
drew it and am waiting for the right moment 
or it’s still in my library. You have Lobotomy, 
Counterspell, Forbid, and one land in your 
hand. 

There are seven cards in my hand, and you 
know Mana Leak and Shard Phoenix are 
among them. Youve seen my deck and the 
cards Grindstone put into my graveyard, so 
you know that somewhere between the five 
unknown cards in my hand and the three in 
my library I have Forbid, another Mana Leak, 
Counterspell, Mogg Fanatic, three lands, and 
the all-important Capsize. I have 18 lands in 
play and you have 12. It’s the beginning of 
your main phase. What do you do? 


AND THE ANSWER IS... 

First you have to decide whether to use 
Grindstone on your turn. If you hit two cards 
of the same color, my library will be empty and 
T’ll lose during my draw phase. If you don't, 
Grindstone has no effect other than using 
three mana you might need to fight my Mana 
Leaks. My deck is randomly shuffled, so 
there’s no difference between letting me draw 
the first card or the third card. 

How likely are you to hit two cards of the 
same color in my library? There are eight pos- 
sible cards, and four of them are blue. Thus, 
the odds of finding a blue card on top of my 
library are 4 in 8. If the top card is blue, the 
odds of the next card being blue are 3 in 7. You 


VAL MAYERIK 


need both to win with Grindstone, so you 
multiply the probabilities together to get 
12 in 56 (about 21 percent). Those aren't 
great odds, so you explore other options. If 
you don't need that three mana for any- 
thing else, then cash in the 21 percent 
chance, but you're probably better off 
leaving your lands untapped. 

You could also play Lobotomy. If Cap- 
size is in my hand and I don’t have enough 
countermagic, this will win you the game. 
However, tapping four lands during your 
main phase might make it harder for you 
to fight a permission war. Let’s look case 
by case at the relevant possibilities: either 
Capsize is in my hand or I draw it next 
turn. (If it’s in my library, but not on top, 
you've already won.) 


att 
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Mana Leaks). By playing Lobotomy you 
change the scenarios in which I have 
Counterspell and Forbid in my hand (but 
not both Mana Leaks) from losses to wins. 
You also fight the permission war on your 
turn before I get my last draw, so I’m less 
likely to have enough permission to stop 
Lobotomy. Sure, you lose if I have four 
counters and Capsize, but you're going to 
lose that game no matter what you do. 
Now, what happens if Capsize is on top 
of my library? If you don’t play Lobotomy, 
I still win with Capsize and both 
non—Mana Leak counters. If you do, I 
either counter it or you take a permission 
spell out of my hand. That will leave you 
with eight mana untapped—enough to 
play both of your counters and satisfy one 


Randy’s Cards in Play 
(3 Shard Phoenix, 12 Islands, 
6 Mountains) 


| Randy’s Hand 
{1 Mang Leok, 1 Shard Phoenix 
: 5 unknown cards) 


ba 
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First assume I have Capsize in my hand 
and you don't play Lobotomy. You will 
have two permission spells to stop my 
Capsize. If I have both of my non—Mana 
Leak permission spells, I can play Capsize 
(with buyback) on your Humility; you 
Counterspell, I Counterspell, you Forbid, 
I Forbid, and [ll still have enough mana 
to Capsize (without buyback) your Orim’s 
Prayer and win the game. You win if I 
have fewer ways to counter, but the thing 
to remember is you lose if I have both 
Counterspell and Forbid. 

What if you do play Lobotomy? I’m 
obligated to counter it (assuming I have 
Capsize in hand). Because I cast the first 
counter, youll win this permission war 
unless I’m holding all my remaining coun- 
termagic (Counterspell, Forbid, and two 


my Forbid and I countered back. He 
countered my Counterspell and I cast 
Mana Leak. With just three mana left, 
Brian paused to determine if this new 
information about my hand changed any 
of his previous computations. 

I now held only two cards, which Brian 
hadn't seen. Between my hand and library 
had Capsize, Mogg Fanatic, Mana Leak, 
and two lands, so the odds of using 
Grindstone to deck me had gone down. 
Lobotomy could still take the Capsize out 
of my hand (if I'd drawn it and not the 
other Mana Leak), so Brian tapped out to 
satisfy Mana Leak. I played another 
Mana Leak, countering the Lobotomy 
and leaving Brian tapped out. 

I rapped the top of my deck and drew a 


“etry, 
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en 
Your Cards in Play 
(1 Humility, 1 Orim’s Prayer, 
1 Grindstone, 6 Islands, 3 Plains, 
3 Swamps) 
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Mana Leak. You'll lose if I have Counter- 
spell, Forbid, and both Mana Leaks, but 
you lose to that hand regardless. The 
important revelation is that you win 
games where I have three permission 
spells—games you would lose if you don’t 
play Lobotomy. 


GAME, SET, AND MATCH 
Now you've looked at both relevant sce- 
narios—Capsize in my hand and Capsize 
on top of my deck. Some permutations 
lead to losses if you don't cast Lobotomy 
and wins if you do. However, there are no 
scenarios in which Lobotomy turns a win 
into a loss. So play it. 

Brian cast Lobotomy and I responded 
with Forbid (with buyback, discarding 
Shard Phoenix and a land). He countered 


om 


mountain. Capsize was one of the last two 
cards in my library, so Brian won the 
game. He went on to win the match and 
finish second in the Grand Prix, winning 
$1,700. Even though none of Brian's elab- 
orate calculations changed the outcome of 
the game (because of the location of Cap- 
size), this was still a thrilling game. We 
locked intellects and made the right plays. 
I worked hard for a 33 percent chance to 
win the game and Brian worked just as 
hard to cut down my odds, with a firm 
understanding of the permutations. @ 
As Randy knows, the difference between 
winning and losing 1s often In the Cards... 
you didn't draw. If you see an interesting 
strategic moment in “Magic time,” email 
Randy at <buehler@stargate.net>. 
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layers have won. tournaments using 
White Weenie decks since the days of 
Alpha, and new versions of this classic 
deck recently won the 1998 USS. 
Nationals and placed in the top 8 at the 
1998 World Championships. Some construc- 
tion and play strategies also go all the way back 
to Alpha, but new cards have made significant 
changes and kept this deck archetype high in 


the ranks of strategies to fear. 


head back into the 


month’s column 


discusses one of the 


long-time staples 


of Magic—the White BUILDING THE DECK 


Weenie decks, no matter what color, are all 
about creatures and speed. An old guideline is 
that a weenie deck should have at least 20 crea- 
tures (including cards that act as creatures) with 
most of these costing one or two mana. Some 
decks have 30 or more. 

For a fun deck, you can choose any creatures 
you like within the mana range and get a rea- 
sonably playable deck. For a tournament deck, 
get picky. Reject any creature with power less 
than its total casting cost unless it has amazing 
abilities. From those left, pick those with the 
best cost-to-power ratio or the best attack- 
oriented abilities. 

White doesn't have any of the 2-power 
creatures for one mana (with a drawback) 
» that are the staple of red Sligh or Sui- 
cide Black decks—1/1 is the best 
you get. However, you can find 


eenie deck. 


~~ strong abilities in this 
tier. Soul Warden is 
a favorite. 


Charge of the White Brigade 


White Weenie—Alive and Kicking 


While not attack-oriented, Warden’s ability can 
easily gain you 4 to 6 free life, which can trans- 
late into one or more turns of all-out attacks 
without worrying about defending yourself. 

Nomads en-Kor is another top pick. Any en- 
Kor improves an attack when you have a selec- 
tion of creatures; your opponent can’t use his or 
her blockers effectively when you can redistrib- 
ute the damage. More importantly, you can 
commit most of your forces to an attack while 
leaving the en-Kors to block. 

Other one-mana creatures to consider 
include Tundra Wolves and Serra Zealot, which 
are good against weenie-based or creatureless 
decks but poor against larger creatures. Soltari 
Foot Soldier is a cheap creature with shadow 
that can deal some early damage and destroy 
most enemy shadows. If black decks are popular, 
Death Speakers with its protection from black 
may be a reasonable choice. 


SHINY WHITE CREATURES 

The two-mana level is where white shines. 
First, you have your choice of three different 
2-power first strikers: Order of the White 
Shield, White Knight, and Youthful Knight. 
The first two come with protection from black 
as an added bonus. A couple of years ago, Order 
of the White Shield (and its twin, Order of 
Leitbur) was used extensively. The Orders could 
plow through blockers and pump for extra dam- 
age. Due to the increased number of 1-damage 
spells and abilities, White Knight is usually pre- 
ferred today. 

Warrior en-Kor has become a core card for 
White Weenie. A 2-toughness en-Kor is vastly 
better than the 1-toughness versions for spreading 
damage around without killing any of your crea- 
tures. Most decks include four Warriors. 

Then come the Soltari. Soltari Monk and 
Soltari Priest are core cards for any white weenie 
deck these days, and many decks use four of 
each. If you don’t want that much shadow, cut 
back on Monks unless black is popular in your 


area. If you crave even more two-cost shadow, 
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A first from award-winning fantasy artist Michael Whelan. 
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you can add Soltari Trooper, 
which can attack for as much 
damage as a Monk or Priest. 


However, some players 
choose Soltari Emissary to 
block attackers without 
shadow if needed. 


The Urza’s Saga expansion 
offers other choices. Monk 
Realist combines a 1/1 crea- 
ture with 
removal; use this in place of 
Disenchant and it’s like get- 
ting a free creature. Although 
Disciple of Law and Disciple 
of Grace aren't well suited to a 
full-out weenie swarm con- 


enchantment 


cept, with power less than 
their casting cost, they both 
have cycling. Thus, you can 
play them early when you 
need creatures and cycle them 
later for something bigger. 

Some decks stretch the 
“weenie” definition to include 
a few three-mana creatures. 
Soltari Visionary has been the 
favorite at this level, since it 
combines a creature with 
enchantment removal, but the 
cheaper Monk Realist is prob- 
ably a better choice for that 
role now. Paladin en-Vec is a 
White Knight that’s unblock- 
able and practically unkillable 
by almost half of the typical 
tournament decks. Unfortu- 
nately, the increasing popular- 
ity of green makes the Paladin 
less effective. Knight of Dawn 
may be a better choice in the 
current metagame. 


ENHANCERS AND EQUALIZERS 
Next come spells to make the weenies bigger. Crusade 
is the traditional choice. It pumps all your white 
creatures and requires an anti-enchantment spell to 
remove, so it’s difficult for black and red to destroy. If 
youre playing Extended format, Empyrial Armor 
trumps Crusade. Although it can be negated by a 
blocker with regeneration or protection from 
white, it forces your opponent to deal with it 
immediately or lose fast—as early as turn four. 
Most white weenie decks also have a “reset button” 
and/or some mana control. In the old days these 
decks almost always used Armageddon or Winter 


Orb. Cataclysm became a favorite combo with 
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Empyrial Armor, but Cataclysm is less attractive 
now that Armor has rotated out of the Standard 
environment. In addition, you may want some way 
to “thin” unneeded lands out of your deck. When 
it was legal to use four, Land Tax was the ultimate 
deck-thinning card. In the Extended environ- 
ment, four Tithes provide a lesser version of the 
same effect. 

Finally, most players include a few removal 
spells. Cursed Scroll is great for weenie strategies, 
since it can destroy blockers and damage the 
opponent. Disenchant is also a favorite: it’s cheap, 
and it destroys artifacts and enchantments. Riskier 
players use this space for additional creatures and 
put Disenchants in the sideboard. 

When it comes to land, white weenie decks 
don’t need a lot, since almost everything in the 
deck costs only two mana. Typical decks contain 
16 to 18 plains, with some risk-takers running as 
few as 15. Other players use more land, adding 
Wasteland or multicolored lands for splash spells. 


A FEW SLEIGHT SPLASHES 

One of the most common variations is the 
Sleight-White deck, which splashes Sleight of 
Mind into the main deck or sideboard. With so 
many available creatures having protection from 
black or red, it’s easy to populate half your deck 
with protection creatures. Sleight of Mind tunes 
them to match your opponent’s colors. 

Another variant splashes red for a few direct- 
damage spells. Fireball was the usual choice until 
Weatherlight introduced Firestorm. Now that 
Firestorm has rotated out, we'll probably start see- 


ing Fireballs again. 


PLAYING THE DECK 
Basic White Weenie strategy is the same as for 
any swarm deck: play creatures as fast as you can 
and attack with them. As with other swarms, you 
should modify this strategy if your opponent pos- 
sesses mass-destruction spells: Attack with only a 
couple of “threat” creatures until your opponent 
deals with those, and then play a couple more. 
One important point to keep in mind: white 
weenies tend to be superior to any other color 
when creatures of the same power face off, since 
white has so many creatures with first strike or 
damage redistribution. Your opponent often won't 
be able to force a trade except by multiple block- 
ing, in which case you get to choose which crea- 
tures to kill. Take advantage of this. Attack 
ruthlessly, and don’t hold back. # 


BethMo has deconstructed over two dozen decks in the 
past three years—a record that could last for a long, 
long time. 
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1e politics and strategy of 
manipulating the flow of the 
draft. However, your work in 
creating a deck is not fin- 
ished after you’ve drafted 
your 45 cards. You still have to 


build a deck and play with it. 


After the Draft 


Choosing Your Cards is Just the First Step 


raft deck construction actually 
begins long before you open your 
packs. Top players know which 
deck types will succeed, and they 
set out to draft and then build a 
particular deck. These decks vary from one 
environment to the next, though. To help you 
understand new environments, we'll first look 
at a brief history of draft deck construction 
. Then we'll dive into deckbuilding 
erations such as mana curve, number of 
needed, creature base, and environmental 
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theories of draft deck construction mir- 
common-sense Sealed Deck strategies, 
emphasized using the most powerful 
st” cards. Players assumed a card’s quality 
usefulness could be strictly quantified 
without an appropriate context—card A was 
almost always better than card 
B and therefore should be used 


in all but the most unusual 


Pe: 


contexts. 
This view was supported by 

} the slow nature of early Lim- 
4 ited environments, which had 
few fast, offensive creatures. 
Both the Ice Age block and 
Fourth Edition favored con- 
trol decks and the maxi- 
mum use of the best 
cards. Speed was rarely 
a factor because most 
low-cost creatures 

were low in quality. 
Faster, more vigorous 


draft 


coincided with (or 


environments 


spurred) development of draft deck construction 
theory. The Mirage block provided a plentiful 
creature base for every color, which led to 
powerful decks using only lower-cost crea- 
tures. These speed strategies allowed players 
to build effective decks that didn’t rely on 
game-breaking cards and also significantly 
reduced the effect of the “breakers.” 

You assessed a deck not only by the quality 
of its creatures and spells, but by its mana 
curve—the distribution of the deck’s casting 
costs. In addition, color combinations (or 
entire colors) that couldn't compete in the 
race to deal 20 damage were dismissed. 

More recently, players have recognized that 
speed actually appears in a number of forms, 
some of which are control-oriented. While 
the speed of an environment must still be 
taken into account, most players recognize 
that every color has the potential to be used 
effectively, and don’t dismiss decks that don’t 
focus on an all-out assault. 


THE MANA CURVE 

In fast environments, distribution of creature 
casting costs is critical, even if—or, according 
to some players, especially if—you are playing 
a more control-oriented deck. In such envi- 
ronments, you should seriously consider cut- 
ting (or not drafting) cards that are “more 
powerful” in the traditional sense—four or 
more mana—in favor of lower-casting cost 
alternatives to even out your curve. 

In such environments, creatures comprise 
the most important part of your curve. You 
should pay special attention to their distribu- 
tion. For example, a deck with nine noncrea- 
ture cards in the one- and two-cost slots, but 
with no creatures costing less than three 
mana, will share none of the aspects of a 
speed deck. 

A typical fast deck centers the majority 
~ of its spells around the two- and three- 


cost slots, and augments its speed with two to 


six decent one-cost spells, whenever possible. 
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Fast decks in fast environments should 
have no more than four to six spells that 
cost four or more mana (and no more 
than one or two of these cards should cost 
more than five mana). 

Moderate to slow decks in fast envi- 
ronments should center around three- 
and four-cost spells and less than 40 per- 
cent of these cards should cost four or 
. more mana (with an absolute maximum 
of three or four cards that cost more than 
four mana). Sacrificing a couple of high- 
cost cards for cheaper but less effective 
two- or three-cost cards (especially crea- 
tures) is not a bad idea. However, doing 
any more (such as cutting quality cards 
for unimpressive one-cost creatures) is 
counterproductive and merely turns your 
deck into a pale version of a speed deck. 

In slower environments, the one-cost 
slot is completely 
optional and should be treated as a bonus. 
Speed decks should aim for three to five 
two-cost creatures that have special abili- 
ties (filling this requirement may often be 
quite difficult) and as many high-quality 
three-cost creatures as possible. Slower 
decks in slow environments can focus on 
three- and four-cost spells, but no more 
than 50 percent of the spells in these 
decks should cost four or more mana. In 


creature almost 


such environments you can even include 
up to four to six spells that cost five or 
more mana. 


HOW MANY CARDS/LANDS? 

Except in very unusual circumstances, the 
number of lands in a draft deck ranges 
from 15 to 19, and over 95 percent of ser- 
viceable draft decks use 16, 17, or 18 
land. Therefore, you need at least 23 
usable cards before defensively drafting 
cards away from other players or picking 
up sideboard cards. 

Only fast decks based almost entirely 
on one color should use 16 or fewer lands. 
Generally, most two-color decks that are 
relatively balanced between colors should 
play 17 lands and use a 9/8 or 10/7 split 
between the two types of land. Unless you 
have four or fewer cards in your secondary 
color, don’t go further than an 11/6 split. 
You should play 18 or more lands only in 
slower environments, unless you are 
forced into the undesirable situation of 
playing three (or more!) colors. 
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There -is substantial debate about 
whether you should go beyond the 40- 
card minimum when making your deck. I 
personally believe the 41st card won't 
seriously affect your draw quality. Adding a 
41st card may be beneficial if you add it 
to achieve a finer mana balance (this is 
like adding 2/3 of a card or a land). Play- 
ing with 42 or more cards, however, is 
almost never a good idea. 

Alternative mana‘sources, cantrips, and 
cycling cards throw these calculations out of 
whack. You should probably count 
cantrips and cycling cards as spells. How- 
ever, secondary mana sources take some 
calculating. You can approximate how 
much space a secondary mana source 
takes up in your deck by counting those 
that cost two or fewer mana as about 2/3 
of a land and those that cost three mana 
as 1/3 of a land. Mana sources that cost 
four or more mana are really just spells. 


THE CREATURE BASE 

To be at all competitive in fast environ- 
ments, every deck should have at least 12 
creatures. Use 14 to 15 creatures to gain 
some semblance of aggressiveness, and 16 
to 17, or more, to successfully power a 
swarm strategy. In slower environments 
you should still pack at least 12 to 14 
quality creatures—10 as an absolute mini- 
mum—unless you plan to use an alterna- 
tive strategy to win (such as direct 
damage or deck depletion). Some suc- 
cessful decks in slower environments have 
run as few as six to eight creatures, but 
these decks were unusual and difficult to 
construct and play. 

Novice players often run afoul when 
choosing targeted creature enchant- 
ments to go with their creatures. Once 
the lowest-grade cards in Magic, creature 
enchantments have niche 
recently, but they still suffer from inher- 


found a 


ent disadvantages. Creature enchant- 
ments are totally dependent on having 
other cards (creatures) in play. Plus they 
provide your opponents with the oppor- 
tunity to gain card advantage by destroy- 
ing two of your cards at the cost of only 
one, or even none, of their own. 

There are two important guidelines for 
using creature enchantments. First, only 
the best handful of creature enchant- 
ments in any environment is usable. 


These cards usually provide.a 2- to 4 


point boost in power and toughness 
(Empyrial Armor) or direct card advan- 
tage (Curiosity) for two or fewer mana. 
Second, four is the absolute limit for 
creature enchantments, and that’s in a 
creature-heavy deck in a fast environ- 
ment. In most other decks, use two to 
three or fewer (zero or one in a control- 
oriented environment). 


ENVIRONMENTAL CONCERNS 

As a final note, many players forget to 
factor in small environmental quirks 
when determining what type of deck to 
draft. Other factors besides speed can 
alter the value of certain deck types; most 
notable are sideboard considerations. In 
many environments—especially for core 
or standalone sets—sideboard cards and 
countermeasures play a huge role. 

For example, when drafting from three 
boosters of Tempest only, there is a good 
probability that two or more of each Cir- 
cle of Protection (and possibly a Light of 
Day) will appear in the 264 commons at 
your table. Therefore, playing mono- 
black or black/red (colors that can’t deal 
with enchantments) is close to suicidal. 
These enchantments will be much rarer 
in a Tempest-Stronghold-Exodus draft, so 
you don’t have to worry about them as 
much. 

You also need to be aware of weak- 
nesses of your colors within the environ- 
ment. For example, a blue/green deck in 
the Rath Cycle needs Shadow Rift or 
Heartwood Dryad because these colors 
have few creatures with shadow and vir- 
tually no direct damage. In this environ- 
ment, early shadow creatures will be 
lethal against blue/green without these 
cards. 

In conclusion, to avoid playing with a 
pile of cards in a draft tournament, you 
first need to know what deck types are 
viable in the environment. Then, try to 
draft cards to build one of those decks. As 
you draft, be sure to choose enough crea- 
tures and keep an eye on your mana 
curve. Pick the right cards, add enough 
lands, and you could create a tourna- 
ment-winning deck. @ 


There 1s no truth to the rumor that Eric Tam 
lives in Canada to avoid the draft. 
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a Ding dong, 


~ “Fireblast 
ap is dead! 
The Mirage -Visions- 
Weatherlight cycle— 
perhaps the most 
important block of 
cards ever—has left the 
Standard environment 
and chaos reigns once 
again, while Urza’s 
Saga wades into the 


maelstrom and brings us 


new threats to consider. 


Urza Standard Time 


The Sophist Turns His Magic 8-Ball on the Changing Environment 


ithout a doubt, Visions was the 

core set of modern-day Standard. 

Man-o-War, Nekrataal, Uktabi 

Orangutan—who hasn't played 
with or against these “187” creatures? Or consider 
these awesome utility cards: Tithe, Impulse, Gaea’s 
Blessing, Dissipate, Hammer of Bogardan, the 
Mirage and Visions Tutors, River Boa, Empyrial 
Armor, and of course, Fireblast. These core tourna- 
ment cards have moved on to Extended-land. 

The hallmark of the Mirage block’s success is sim- 
ple: low casting costs coupled with unspectacular 
effects. Magic R&D veterans almost uniformly con- 
sider the Visions 187 creatures to be undercosted, for 
example, but concede that none of them break the 
game wide open. 

Undercosted, unspectacular cards are the meat- 
and-potatoes of tournament Magic. The importance 
of mana curve has been so carved into the competitive 
Magic scene that few players use cards that cost more 
than four mana anymore—even if the cards are 
extremely powerful. 

Urza’s Saga (in contrast to Visions) brings few 
undercosted cards. Instead, certain cards have the 
potential to be absolutely broken. The interplay 
between poweiful-but-expensive cards versus weaker- 


but-cheaper cards will likely mark the Standard scene for 


‘some time. 


TF Ghia 15 30 SMART... 

Urza 1s 4 godlike planeswalker, so his spellbook would 
likely contain the following impact card: Claws of 
Gix—my top pick of the set. Claws of Gix is a “fixed” 
Zuran Orb (a zero-cost artifact that allows you to pay 1 
and sactilice a permanent to gain 1 life). While 


_Claw/Atmageddon tricks won't be very impressive 


because of the mana cost and the lower life gain, 


_ Claws of Gix is superior to Zuran Orb because it 


allows you to sacrifice any permanent. Why is that 


“signiticant? Two words: Sarcomancy and Necropo- 
tence : 


POWER OF DEATH RISING 


Black gained normous power in the Urza’ Saga card 
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set, teceiving several impact cards. Duress is simply 


incredible in « Instructed play. Looking at your oppo- 


1ent’s hand a d choosing a card to discard for ® is 


about as disruptive as disruption can be. You 
could argue it rivals the dreaded Hymn to 
Tourach since you can plan your strategy based 
on what you find in your opponent’s hand. Perse- 
cute also wounds a focused mono-color deck 
beyond repair. 

Plus, in an environment where graveyard 
manipulation is so dominant, only black can deal 
with recursion effectively via Carrion Beetles and 
Planar Void. Black also has Expunge, which is 
nearly a perfect spot creature-removal spell, since 
you can cycle it away against creatureless or 
mono-black decks. 


BLUE’S GRIP TIGHTENS 

Blue also gains in power in Urzas Saga. Arcane 
Laboratory may become the permission player's 
best friend since Mana Drain. With a Laboratory 
in play, you don't have to worry about being 
baited by your opponent's first spell or losing to 
Shock-Incinerate-Incinerate after tapping out. 

Exhaustion is quite simply a “fixed” Timewalk. 
Instead of taking 8 damage on turn four while 
you play more land, you can Exhaust your oppo- 
nent to buy time. Offensively, Exhaustion can 
give you a free attack while your opponent’s 
defenders and lands lie helplessly tapped. 

Of course, I can’t talk about blue impact cards 
without noting Stroke of Genius. This “fixed” 
Braingeyser seems more abusive than the old 
version because it’s an instant and requires only 
one blue mana. You can cast Stroke of Genius at 
the end of your opponent’s turn (forcing oppos- 
ing permission players to begin the countermagic 
war), and then untap to immediately use the 
cards you gained. 

Finally, Show and Tell is an interesting blue 
card that some decks might try to abuse. When 
playing blue, you can combine Show and Tell 
with cards like Zephid, Drifting Djinn, and 
Great Whale, while backing it up with cards like 
Capsize and Legacy’s Allure. 


TARGETED FOR DESTRUCTION? 

Red appears to have been targeted by Magic 
R&D for evisceration in Urza’s Saga. The glory 
days of Sligh may be behind us (although Sligh 


“YOU HAVE ONLY BEGUN TO DISCOVER YOUR POWER.” 
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has been declared dead many times to no 
avail). However, the losses of Fireblast and 
Hammer of Bogardan are serious, while 
the increased power of anti-red cards— 
such as Absolute Law and white’s cycling 
protection from red creatures—make play- 
ing mono-red a huge gamble. As a support 
color, red can provide Steam Blast—a fair 
replacement for Pyroclasm—and Melt- 
down. 

Red does gain a number of inexpensive 
offensive creatures, but their drawbacks are 
severe enough to make them questionable 
in Constructed play. Echo simply doesn’t 
have a place in the modern-day Sligh mana 
curve, with the possible exception of 
Lightning Dragon, which may be superior 
to Rathi Dragon since its slowdown effects 
are temporary. 

Sligh will likely evolve into a creature- 
swarm deck with heavy land destruction, 
using Raze, Stone Rain, and Wasteland to 
cripple opponents in the early game and 
winning with the burn spells that remain in 
the mono-red arsenal. 


WHITE GAINS SOME PROTECTION 
White impact cards are more difficult to 
classify. All the cycling, anti-color creatures 
are excellent simply because they cycle. 
Plus, in an environment with so many dan- 
gerous enchantments, a deck packing 
Clear, Disenchant, and Monk Realist 
stands to gain an advantage. Pariah can 
make it nearly impossible for red- and 
black-wielding players to kill an opponent 
playing white, but given how strong white 
will be against red and black, its impact is 
uncertain. 

Humble may be a possible card for 
offensive white decks. Humble can help 
white weenies punch through Walls and 
big blockers and also makes Ball Lightning 
and big green creatures like Lhurgoyf literally 
powerless. On the other end of the spec- 
trum, Serra Avatar has attracted attention. 
However, given its cost and inability to 
come into play from the graveyard, it’s only 
useful in conjunction with Oath of Druids 
or Show and Tell. 


THE GRASS IS ALWAYS GREENER 

I’ve tried to find green impact cards, and to be 
honest, I feel I'm stretching things quite 
thin. The echo creatures are large, but only 
Pouncing Jaguar, Albino Troll, and Citanul 
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Centaurs seem remotely worthwhile. The 
“hidden” creatures can be devastating, but 
without some ability to control the board 
(like countermagic) they only make an 
opponent’s Clear useful. Fecundity could 
be nice if your opponent is Wrath- and 
Cataclysm-happy, but I hesitate to turn an 
opponent’s Mogg Fanatic into a cantrip. 

In the end, I could only find Abundance 
(which requires Sylvan Library to be 
worthwhile), Argothian Enchantress 
(which requires a combo engine like two 
Priests of Gix and a Recurring Nightmare), 
and Spreading Algae (only because mono- 
black will be such a powerhouse). Child of 
Gaea and Endless Wurm (with “perpetual” 
enchantments) can wreck red, but they'll 
be Humbled before the white swarm, for- 
ever Capsized by blue, and Expunged from 
the table by black. 


POWERFUL PREDICTIONS 


Given the preceding power structure, I 
believe only two truly powerful deck arche- 
types exist in Urzas Saga Standard, since 
the loss of Fireblast weakens Sligh tremen- 
dously and...need I mention that Pros- 
Bloom is gone? 

The first of the two powers is mono- 
Standard 


Necro has no obvious weaknesses. This 


black Necropotence. Urza's 
deck has excellent creature removal (some 
of which cycles), plenty of disruption via 
Duress, Coercion, and Persecute; fast crea- 
tures (many with shadow), and Necropo- 
tence, the most powerful card-drawing 
engine in Magic. In addition, the new 
Necro has Claws of Gix, which almost 
completely removes the disadvantage of 
Necropotence. 

Graveyard manipulation decks will have 
to deal with Planar Void and Carrion Bee- 
tle as well as the massive discard and crea- 
ture removal. Against white—its old 


nemesis—Necro now boasts Dread of 
Night, Nevinyrral’s Disk, ‘Torture Cham- 
ber, Bottle Gnomes, and Stalking Stones to 
go along with its accumulation of creatures 
with protection from white. 

Blue will find it difficult at best to deal 
with 12 discard spells, eight of which allow 
the Necro player to look at the blue player's 
hand. Red is weakened in this environ- 
ment, and four Bottle Gnomes, four Claws of 
Gix, and four Drain Lifes will make it dif- 
ficult for red to win without Fireblast and 
Hammer of Bogardan. Finally, green sim- 
ply dies to mono-black Necro. It has no 
way to deal with disruption, cheap crea- 
tures, or the massive card advantage of 
Necropotence. 

The second power deck is heavy blue- 
based control with Arcane Laboratory. The 
Laboratory allows blue to keep up with 
Necropotence because the Necro player 
can only cast one disruption spell per turn 
no matter how many cards he or she draws. 
With heavy countermagic and the possible 
addition of a red component for removal 
(Shock, Incinerate, Steam Blast, and Shard 
Phoenix), blue-based control may be com- 
petitive against the rest of the field as well. 

Morphling, Zephid, and Silver Wyvern 
can all provide late-game beatdown. Plus, 
with Gaea’s Blessing gone from the envi- 
ronment, Grindstone becomes a credible 
path to victory (you just need to Capsize 
the Necropotence for the win). Of course, 
the possibility of rogue decktypes always 


exists as well. 


SLICING TO THE BONE 

Any way you slice it, weakened weenie 
strategies in both red and white (which 
loses Empyrial Armor) and the overall 
increased cost of meat-and-potatoes cards 
signals a slower Standard environment. 
Expect Necropotence—either in a slow, 
control version or a speedy, shadow-beat- 
down version—to be the deck that defines 
the metagame. Of course, you must also 
expect the unexpected as the likes of Erik 
“Mad Genius” Lauer will undoubtedly 
cook up new and different ways to domi- 


nate the field. 


Unlike Nostradamus, Robert 8. Hahn will 
likely live to see if his predictions are accurate. 
Whether or not this 1s a good thing 1s ‘difficult to 
tell at this time.” 


~~ San Francisco 
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Pro Tour™-—Los Angeles Qualifier 
Prizes for More Participants 


Five competitors who don’t place in the Top 16 will share 
$1500. ( Only DCI members whose highest | os | imited Earn a By 7 
a levels are 1700 or less as of January 1, 9 are a first-, 1, or third- 
eligible for this bonus oe ) round bye with DC atings above. 
1450, (ar S) OF 2000) OE ote: 
or 24 Pro Jour player points. 
_ Format: 


Fee; $38 in advance, $45 On site 


For advance registration, call (650) 947-0298 ee GRAND PRIX 
advance reg in, ail (650) “mciworipcom oC! , 


before 5:00 p.in. on Wednesday, January 20. 
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Goblins 


Summon 


player base grew, the 
need for special-case 
rulings increased. It 


became a frequent 
q 

joke among serious 

players that rulings 


and errata on certain 
cards (Vesuvan Dop- 
pelganger and Chaos Orb being 


two major offenders) were longer 


than the rulebook. 


A Formal System 
Merges 


The Fourth Edition card set, 
released in mid-1995, marked the 
first attempt to formalize Magic 
rules into a coherent system. The 
general idea was that if you knew 
the basic rules of Magic, you could 
figure out most situations by apply- 
ing that knowledge. The cards con- 


tinued to receive cosmetic changes, 


including the new tap symbol 


(Magic had gone international) and 


even more streamlined wordings. 
Generally, though, Fourth Edi- 
tion rules were remarkably similar 
to Revised Edition rules. At the 
core, the existing system was easy 
to understand, but the vast major- 
ity of complicated interactions still 
required errata and special-case 
rulings. Something needed to be 
done to stabilize the rules and, at 
the same time, form a complete, 


easy-to-use system for players. This 


system would eventually become 


the Fifth Edition rales. 


Despite their name, Fifth Edi- 
tion rules were actually introduced 
in the Mirage expansion and were 
used in competitive tournaments 
during the summer of 1996 (Fifth 
Edition itself was not released until 


April 1997). The new rules insti- 


tuted widespread changes that both 


simplified and complicated the 
rules (for example, they combined 
the end-of-turn and heal creatures 
phases into a single phase, but 


introduced mana sources). 


Fifth Edition rules changed 


(MR :GeNDs - 310 carps 


{June 1994 


July 1994 


Fungusaur ach 
Suramen A 
Uh 


Pr Of land loses one life 
p their upkeep, 


These gamma cards (ca. late 1992) used 
improvised art, including AD&D illustra- 
tions (Fungusaur), maps (New Jersey, the 
Cursed Land), and photocopied faces (that’s 
Richard's face on Goblins). 


placed on white creatures, 
though. Garfield wanted a 
number of cooperative and/or 
defensive abilities for white, and 
the results were mixed. One 
success was first strike, which he 
originally envisioned as long- 
range weapons. Ihe problem 
child turned out to be banding, 
which he intended to represent 
line wars, allowing players to 
heap all damage onto a single 
creature, thereby martyring it. 
Garfield didn’t think banding was too 
complex at first. Since then, understanding 
how banding works has become almost a 
rite of passage for Magic players. Garfield 
believes this confusion is mainly due to 
banding’s dual modes. “The first step to 
[understanding banding] is seeing that it’s 
really two abilities,” he says. Not that play- 
ers will have to worry about it too much— 


“R&D has no plans to use banding again 


anytime soon. 


Dice-Chuckers 
vs. Fig-Painters 


After the Arabian Nights expansion, 
Richard moved onto other projects and 
away from card development. To design 
new sets, R&D created design teams, and 


August 1994 
First Worlds; GENCON 
(winner: Zak Dolan) 


September 1994 


the mechanics in each set reflected the 
interests of the designers assigned to those 
teams. 

The Legends design team consisted 
mainly of roleplayers—you can see the 
RPG flavor in the set’s mechanics. It intro- 
duced two new card types to represent 
unique heroes and places: Legends and 
Enchant Worlds. Rumor has it that some 
designers’ RPG characters even made it 
into the set (and early versions of rules for 
Legends made them untargetable!). 

The roleplaying influence also shows in 
the set’s mechanics. The ill-fated “bands 
with other” mechanic was a motif-driven 
attempt to build realistic behavior into 
certain creature types, such as Wolves. 
Rampage seemed to give some creatures a 
sense of battle frenzy, but in game play, it 
became more of a complicated way to 
make a creature partially unblockable. 
Would you double-block a creature with 
Rampage 3? 

In contrast, the Mirage design team was 
mostly a group of wargamers and card- 
game players. 

Their new 

mechanics weren't 

motif-based, but 

driven by specific 

goals for the 


_ Magic game. 


Phasing arose 
from an attempt 
to bolster 
sealed-deck 
play. Sealed 
had become 
popular, but 
R&D realized that too 
many sealed-deck games came down to 
one player gaining creature advantage and 
the other being unable to recover. 

Phasing addressed this problem by 
keeping the playing field variable, and by 
allowing bigger creatures for a lower price. 
Moreover, it enabled players to strategi-_ 
cally time their global destruction effects to 
keep their own permanents in play. Unfor- _ 
tunately, the design team didn’t foresee just 
how complicated phasing would become 
under the scrutiny of highly competitive 
players. 

as arose from the belief that 2/2 


First non-English Magic eae 
| (Italian Revised) 


October 1994 
First Magic novel, Arena 


creatures for three mana—such as Gray Ogre 
and Pearled Unicorn—are, according to Bill 
Rose, “the worst creatures in the game.” “We 
wanted to put three-casting-cost creatures on 
the map,” says Rose, “and flanking was the 
result.” The ability went through a few permu- 
tations, the first of which was that a creature 
blocking a flanker got -1/-0 and was dealt 1 
first-strike damage. Once the mechanic was 
settled, the team gave it a name inspired by the 
effective military tactic of attacking the enemy 
from two sides at once. 

The Mirage team (which designed the 
Visions expansion simultaneously) also came up 
with one of the most popular mechanics in 
recent years: creatures with “comes-into-play” 
effects such as Nekrataal and Man-o’- War. “I 
was looking for a simple creature mechanic to 
use in the Portal set,” admits Rose. “We liked 
the way the ‘comes-into-play’ creatures played 
so much that we put one of each color into the 
Vistons set.” Who knew Portal design could 
yield such great cards? 


All the Modern Things 


By the time the Tempest design team was 
formed (which included Garfield for the first 
time since Arabian Nights), Wizards R&D 
had a pretty good idea of the types of 
mechanics that work. As youd assume, this 
savvy also meant that Rath Cycle mechanics 
were much less motif-based. 
‘Take buyback, for instance. Most players 


4 The new Scottish and Belgian (shown here) office : 
evidence of Magics international appeal, Many 
international offices would shor ty, ae 


assume this mechanic grew out of concerns 


over maintaining card advantage, but the impe- 


tus behind buyback was actually changing the 
way your opponent had to react to your spell 
resources. During a brainstorming session, the 
team discussed Cosmic Encounter, the card 
game often credited with inspiring Magic. 
Cards in one Cosmic Encounter supplement 
have an effect from your hand—you don't have 
to play them to use them. “I was interested in 
how these cards forced your opponents to 


adjust their game play,” says Garfield. In fact, 
the first version of buyback didn't give you the 
option of vot buying back the spell. 
Shadow, on the other hand, hardly changed 
all ee its initial form. Two designers— 


November 1994 December 1994 


interrupts to work remarkably like instants, simplified the attack phase, and 
introduced several “new” concepts that had never had formal names (including 
phase costs and triggered abilities). Finally, Mifth Edition rules introduced on- 
eard reminder text, beginning the push toward putting most Magic rules 
directly on the cards, rather than in the rulebook. 

The true impact of Fifth Edition rules, though, was the formalization of 
Magic into a complete system for the first time. Instead of special-case rulings 
governing most uncommon card combinations, general sets of rules and rul- 
ings existed that knowledgeable players could use to figure out how types of 
cards worked together. While this system clearly was not perfect, Magic had 
come a long way trom the Limited Edition rules. 


Looking to the Future 


After five years, the game continues to change and expand, and the rules con- 
tinue to adapt accordingly. Classic (Sixth Edition) rules will further the tradi- 
tion of making the game easier to play and understand—and making a com- 

plicated idea (a game with thousands of interlocking parts) as simple as possi- 
ble while still retaining the interest and excitement of the original version. Y 


January 1995 February 1995 March 1995 


Mike Elliott and Richard Garfield—came up with 
co the idea independently of each other. “Before ] _ 

started working for Wizards, I had come up with this 

idea I called ‘astral,” says Elliott. “The concept was 

that the creatures were fighting on another plane. 

They were mostly slimes and oozes—I envisioned the 

plane as a protoplasmic place.” 

Unfortunately, MicroProse had already used the 
name “astral” in their PC version of Magic to refer io 


cards unique to that gam The mechanic went 


through many 1 nickname: “ethereal” and “etheric,” tournament at GEN CON 93 (right), 
a box of boosters, a t-shirt, and a plaque. 


overs EpITION - 378 carps | CHRONICLES - 125 Cal 


April 1995 May 1995 June 1995 July 1995 August 1995 
)| First prerelease tournament Worlds, Seattle 


Bertrand Lestrée and Michael Loconto at the 

41996 Pro Tour New York (top); the talkative 
Shawn “Hammer Regnier (bottom left) 

battles the annoyed Tom Guevin (right). 


Billionth Magic card released 
Homans. 


DCI gets 1,000th member 


HOMELANDS - 140 CARDS 


October 1995 November 1995 December,1995 January 1996 


Pro Tour-New York 
(First DCI cash award, 
$30,000 total) 


globe. This all sounded. 


too good to be true. After 


all, Id only received a 
Hurloon Minotaur jacket 
and a cool life counter for 
winning Nationals that 
year, and taking third at 


The Dark boosters. 
Then came the call. 
Mark Rosewater informed 
me I would be one of 
about ten players to get an 
automatic invitation to the 
first Pro Tour event in 
New York City. (The rest 
of the players qualified by 
being the first to call and 
register. I'he phone lines 
were busy, to say the least.) 
First prize would be more 
than $10,000. The 
thought of actually mak- 
ing money at the hobby 
that consumed my time 
astounded me. I began to 
practice immediately. 

Play groups had not yet 
started; up until then, local 
competitors were the 
enemy. In the face of 
international competition, 
though, we lucky few 
sought out quality local 


February 1996 


Worlds netted me a box of 7 


was not unique. Everyon 


was pretty uneasy. We all 
believed we were Magic : 


masters, but most of fo 
were unsure how we 
would fare in the face of 
international competition. 
In retrospect, our play 
and deck designs were © 
quite bad. After going 
undefeated the whole 
tournament, | lost in the 
quarterfinals to Preston 
Poulter and had to watch 
as Michael Loconto won 


the inaugural event. While 
Loconto and Poulter have 
since disappeared from the 
tour, other players, like 
Shawn “Hammer” Reg- 
nier, were just beginning 
to establish their presence. 
Hammer was the only one 
of us who had any pres- 


ence at all. He screamed 


DCI ets 10,000th member 


March 1996 


rm ino yet a was 
advancing rapidly, so t 


joined. 


I got to sit next to 


Hammer on several occa- 


sions in Los Angeles. I 
have to admit | was far 
more interested in his 
mental tactics than in my 
own games. His wit and 
rapport have never been 
equaled on tour. He had 
developed the art of get- 
ting under an opponent's 
skin, while making every- 
one around him laugh. 
Hammer made the Top 8 
for the second straight 
tournament. 

The final match 
between Hammer and 
‘Tom Guevin is the most 
memorable match in 
Magic history. The pure 
mental torture Hammer 
put Guevin through was 


April 1996 


to come up 
nic imagery that doesn’t 
card. Within my own paint- 
ss away a composition when 
he figures are posed too 
a card that I did for, or can 
earlier set. Uncluttered 
ecially difficult when the 
help to explain the card 


preconstructed decks 


i Rivals — Start) released 


May 1996 
Pro Tour-Los Angeles 


June 1996 


ne the Magic Continuity — 
95, the Ice Age card set 
released, the Homelands 
yas on its way to the presses, 
nees expansion was working 
orably through R&D. These 
ere emphasizing both story 
ore than any other set _ 
‘The environmental effects 


age were inescapable, and — 


rds were chock-full of 


match lasted several fours, 


C In the end Hammer was 
crowned king of the — 
~ Queen Mary and enter- 


tained us all. 

_ The third Pisa 
tournament was the most 
hectic tournament ever. It 


was scheduled for the 
| same weekend as U.S. 


Nationals and limited to 
one day. Only four com- 
petitors would make the 
finals. The format was Ice 
Age-Alhances Constructed, 


and I relied heavily on the 
_ team structure. Unfortu- 
_ nately, we put all our eggs 


in one basket, and paid for 


it. Pro Tour-Columbus 
created a new star who 
would become one of the 
best players in the game: 


Olle Rade. 
_ Rade made it clear that 


_ various personalities could 
_ win big tournaments. 


Loconto and Hammer 
made their presence 


_known in any room they 


entered, but Olle barely 
made a sound. I don't 
remember him speaking 
for the first year on tour. 
Rade’s win dumbfounded 
most of us. After all, he 
was young enough to 
compete in the Junior 
bracket, which was domi- 
nated at the time by 
names like Finkel, 
McCabe, and Borer. His 
third-place finish at 
Worlds made us all realize 
Olle would be around for 


in 1996 was $26,000—th 
_ biggest in Magic history. 


Players from 37 countries / 
came for three days of © 
competition. Plus, | 
Necropotence totally 


dominated the Standard _ 


environment, so Worlds 
became a choice between 
playing Necro or anti- 
Necro. As the first major 
tournament where one 
deck so dominated the 
field, 1996 Worlds gave 
birth to the Pro Tour 
metagame. 


1997—Pro Tour 
in Transition 


After the 1996 Worlds, _ 
the Pro Tour invaded _ 
Atlanta, and Frank Adler, 


_areally nice guy, won his _ 


only Pro Tour event. [he 
team concept kicked into 
high gear as Wizards ran a 
$10,000 team tournament 
(won by the Pacific Coast 
Legends), and Mike Long 
cemented his role on the 
Pro Tour by making the 
bold statement, “I guaran- 


“the main code (Lype 
‘TD event. In the quarterfi- _ 
nals Tom Guevin played 

Lotus, Mox,and Balance 
onthe first turn. Unfortu- 


nately for Guevin, Johns 
discarded three Guerrilla 
Tactics to the Balance, 
dealing 12 damage in 
return. Classic should be 
labeled “For entertainment | 
purposes only.” 

In the main tourna- 
ment, deck contents 


started to take on more 


weight than playing abil- 
ity. Up until Dallas, a great _ 


player could have an aver- 


age deck and still do well. 
In the end, youngster Paul 
_ McCabe, who would win 


1997 Pro lour Player of 
the Year, beat an even 
younger Jason Zila in the 
finals, marking a trend 
toward a new ascendancy 
of young players on the 
tour. 


characters. The A/iiances card. 
opportunity to conclude a. 
7 hat dealt with the effects 
or the Brothers’ War and to reintroduce — 
ae aaa a as At the same _ 


a while (and solidified his 
place as 1996 Pro Tour 
Player of the Year). 

The atmosphere at 
Worlds was different from 


Head Judge Tom Wylie oversees a semifinal match at Pro Tour— 
Columbus. Eventual Champion Olle Rade (right) defeated Peter 
Radonjic. Rade was young enough to play in the Junior Division, 
but chose to play in the Master Division so he could be with his 
friends. Ironically, they arrived late and he played alone. 


November 1996 
Pro Tour-Dallas 


July 1996 October 1996 


U.S. Nationals, Columbus, Ohio 


August 1996 
First Arena League season 
starts; Worlds, Seattle 


September 1996 
Pro Tour-Atlanta 


-naments were ; mn 
identical in their 
makeup. Good players 


won and Magic technol- — 
ogy advanced. Tommi 


Hovi won the most con- 
troversial finals in Pro 
Tour history in Los 
Angeles, and draft 
reached a new level of 
sophistication. Paris came, giving 
Mike Long his time in the sun. 
New York rolled around for a sec- 
ond time, crowning Terry Borer 
champion of the Big Apple. 

No player had yet repeated as 
champion. 

Then came the 1997 World 
Championships and with it the 
first televised Magic event. 
ESPN2 covered the event, which 
created a level of excitement that 
made the event unique. Worlds 
was expanded to 21 rounds and 
hosted players from more than 40 
countries. In the end, Jakub 
Slemr—one of the most popular 
_ guys on tour—was crowned the 
fourth Magic World Champion. 


1996—A Changing 
ol ihe Guard 


The importance of teams kept 
building, but 1998 brought a 
changing of the guard. The Pacific 
Coast Legends gave up their reign 
to Tongo Nation. Tongo Nation 
members Mike Long, David 
Mills, Donnie Gallitz, and Pete 
Leiher demonstrated the effec- 
tiveness of teamwork by placing 
three of its players in the top nine 
slots of Pro Tour-Chicago. 

In hindsight, teamwork also 
helped newcomer Randy Buehler 
break through and win in 
Chicago. Randy and fellow CMU 
teammates demonstrated at 
Chicago, and throughout the 
remainder of the season, that it 


takes a combination of teamwork, 
long practice hours, and a high 


DCT gets 100,000th 


member 


December 1996 


Showed that perseverance does 
pay off. Top-rated Matt Place 
claimed his first major title in 
Germany, and David Price—long 
known as the “King of Beat- 
down’—emerged victorious from 
a field heavy with mono-red decks 
in Los Angeles. And yet, even 
with dominant teams refining 
Magic tech, no one player had 
emerged as a lasting, dominant 
force on the tour. 

New York brought the first 
inklings of the real changing of 
the guard, as Jon Finkel emerged 
in high fashion. After ruling the 
first 13 rounds at New York, 
Finkel entered the Top 8 with the 
top-seed curse. No top seed had 
ever won a Pro Tour event. Of 
course, no top seed had ever been 
named Finkel. His victory began a 
new chapter in Magic history. 

Finkel placed third in his next 
two major tournaments—1998 
USS. Nationals and Worlds—and 
fifth recently in Chicago. These 
tournaments produced other sto- 
ries, such as Long’s misplaced card 
at U.S. Nationals and Brian Selden 
leading a group of five Californi- 
ans to the Top 8 at Worlds. But 
the main event was always the 
same—everyone checked on the 
progress of Jon Finkel. 

Four major tournaments in a 
row produced four consecutive 
Top 8 finishes. Chris Pikula 
remarked, “It’s a disappointing 
tournament for Finkel when he 
only makes the Top 8.” The Pro 
Tour still has not had a repeat 
champion, but Jon Finkel’s consis- 
tency has finally shown that hard 
work, practice, and dedication to 
the game will be rewarded in the 
end. Magic is not all about luck 
anymore. Maybe Finkel will break 
through and become the first 
repeat champion. I know I can't 
wait to see ithappen. VY 
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February 1997 


First APAC Championship, 


= time, Alliances was the first stot 
mele and poe rather than 


_card set, helping fits an ee ( 
“its height. Conflict, necessary for a hh game 


based on magical battle, had defined the cards—but 
the land of Jamuraa had 


when the smoke. clea 
not only survived, bu 


could palit 6 eos on card and might 
possibly appear again in other tales o sent-day 
- Dominaria. So far, this has only happe 
_characters—one is Teferi, whose youth 
on Tolaria can be seen in the Urza’s Sa 
and the second is, of course, Sisay. Sisa 
unexpectedly thrown i into the spotlight as Hoge to 
help introduce a host of new characters for ee 
ongoing, ‘ame @ saga. 

‘Did Is Say une, Mae 


eee 


| acycle dedicated to ie bringing the sub-plot to 
__ the fore in one fe major event. But this wasnt to be. 


directors, there have also been q 
Each personnel change brings v 
_ instability, as the priorities of 
change and adjust. The Weath 
such change, pushing the cast into the foreground of 
the story far earlier than the teams expected. 


Rising Tide 


In the past, the Creative team continually had to 
fight against the swell of pro uct releases in an effort 
to get ahead of the sche Yow the team develops 
stories suff iciently i in advance so that the card 
designers in R&D can take plot into consideration 
igning cards—and novels can be developed 
é kind of schedules that put authors on 


1. Believe it or not, the fruits of this hard 


At saga was one 


ered a potent blend of plot and 
and couldn't possibly have imagined 


March 1997 April 199 


Pro Tour=Paris 


Tong Kong; Prodour- 
Los Angeles 


by Michael G. Ryan 


Magic: The Gathering 
hasn't yet spawned an 
animated television 
series, a line of action 
figures (although these 
are in the works for 
1999), or a big-screen 
live-action film starring 
Harrison Ford as Urza, 
but in its five years 
Magic has produced 
quite a few choice 
collectibles. Some of 
these items are rarer 
than others (like the 
famed Proposal card 
that Richard Garfield 


ond Age (shown here) were 
the perfect gateway to the 
more complex world of 
Magic: The Gathering. 


Game Center opens 
in Seattle 


ump a half dozen cards = 


ry 
4 hy ‘you think we ie pull it of 
: then hopefully the future will be - 
brighter for you—the people slaving on 
_ card titles and flavor text have never 
_ been so well prepared. Armed with 
. unprecedented early input into card 
_ development and the stunning style 
| guides created by the Conceptual tear 


Players new to Magic found 
that Portal and Portal: Sec- 


( titeteute  €) G) 


‘ 
| 

a 

: 


always | 


gave to his bride-to-be 
Lily back when Magic 
was still a novelty). 
Others still sit on a 
store shelf near you. 
And some you'll only 


read about on these 
pages. 


In the beginning, there 
were the cards: Alpha, 
Beta, Unlimited, the 
rarely seen—and 


| 


900 


story, art, and card design will all be 
well served. Wish these brave souls 
luck—it’s often a thankless job, where 
your previous work can actually cou 
against you. Once you've used a card 
title, that’s it. More than once I’ve 
heard someone cursing because a title — 
used in the last set would have been 
perfect for a new card. i j 
In the-end, the story shouldn't inter~ 
fere with a player's enjoyment of the 
card mechanics, but it should be enough 
to tantalize the story lovers who want to 
know /more—in which case there’ . 
€ novels. I In this business of 


there may soon be no medium 


He 


promptly canceled— 
“Edgar” print run (the 
one with a blue Hurri- 
cane), the square-cor- 
nered factory set, and the 
ensuing expansions. 
After this initial success, 
product offshoots flew in 
at interrupt speed. 
Hobby stores filled to 
the brim with art prints; 
Magic logo and Hur- 
loon Minotaur pins; the 
first novel Arena, 
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Wizards acquires TSR and 
Five Rings Publishing 


A Few Minutes with 


RICHARD 
GARFIELD 


Mark Rosewater recently sat down with 
Richard Garfield to pick his brain about 
the state of Magic today and the game’s 
run over the past five years. Here’s what 
Richard had to say. 

Mark Rosewater: What do you think 
have been the most fundamental 
changes to Magic? 

Richard Garfield: There have been a 
lot of changes, so it’s hard to choose the 
most fundamental ones. The ones that 
come to mind are the tournament sys- 
tem and the consistency of the sets. 
Those are related changes. The tourna- 
ment system has led to a standardization 
of play that didn’t exist in the beginning. 
In the beginning, some groups played 
ante and others didn't. There were 
groups that played with only one artifact 
per deck, while others played with no 
card limits at all’ So I guess I would say 
the biggest change has been standardiza- 
tion across the board. 

MR: What surprised you the most? 

RG: I guess I never expected people to 


take it so seriously, I’ve always tried to 
bring science to the games I play, but I 
never expected it to be taken so far. In 
Magic, players now analyze percentages 
for various land mixes and use almost 
scientific approaches to sideboarding. It’s 
all gone far beyond where I expected it 
to go. 

MR: Some players now play Magic 
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for a living. 
What do you 
think of that? 
RG: That's a 
scary thought, 
particularly for 
me, because it’s 
a lot of respon- 
sibility indi- 
rectly on my 
shoulders. But 
it makes sense 
since I view games as 
being an intellectual 
counterpart to sports, 
and plenty of people 
spend all their time play- 
ing sports. Magic sort of 
fills this vast void 
because there are far 
more professional physi- 
cal athletes than profes- 
sional mental athletes. 
MR: Before there 


were tournaments, there 
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were tournament for- 
mats. Can you talk about 
that? 

RG: Tournament for- 
mats have had a big 
effect on the game. 
There are many differ- 
ent ways you can play 
Magic, and the tourna- 
ments define the ones 
most people choose to 
play. For example, you 
could choose to play 
with five starter decks 
from your local store— 
informally without a 
tournament system. 
‘That’s how lL imagined a 
lot of people would 
compete. What the tour- 
nament system has done 
is establish default meth- 
ods of play. 

So now you have 
Standard, which uses the 
recent sets; Extended, 
which is all the reason- 


First ESPN broadcast 


able cards you could 


play; Draft, Sealed, and 
Constructed in the most 
recent cycle of cards, and 
so on. On one hand, 
Magic is about different 
environments, so you 
want to have a lot of dif- 
ferent environments. On 
the other hand, if you 
have too many environ- 
ments, people can't find 
anyone to compete 
against in their environ- 
ment of choice. I think 
the amount we have is 
about right. 

MR: The Internet has 
also influenced the 


_ game. What impact do 


you think the Internet 
has had on Magic? 

RG: The Internet has 
had a huge effect on 
Magic since the early 


net is partially responsi- 


ble for the fast spread of 
Magic, because it pro- 
vided a community 

wherein people could 
explore the game. Magic 


is a lot less interesting if 


only four people in your 
area play. But if youre 
connected to the Inter- 
net, you have four people 
to play against and a 
world of people to dis- 
cuss it with. © 
Recently the focus has 


Magic television commer- 


changed more to analy- 
sis. Good decks and 


_ strategies are posted, dis- 


cussed, attacked, and 
debated. Some people 
see this as a negative— 
or at least a mixed bless- 
ing—since maybe 
‘Timmy can now win a 
tournament using some- 
body’s deck he got off 
the Net. But overall I 
think the negatives are 
far outweighed by the 
positives. The more you 
know about the game, 
the more interesting it 
becomes. 

MR: There used 
to be a lot of mystery 
to the card sets. Now, 
we even publish card 
text in The Duelist. How 
do you feel about this 
information explosion? 
RG: In some ways, 
the exploration of the 


environment never 
existed for the player 
who was willing to dig 
into the Internet. You 
couldn't keep people 
from posting complete 
card lists, I think explo- 
ration of an environment 
is still there for players 
who want it. Exploring 
the cards might be obso- 
lete because of the Inter- 
net, but all the 
ramifications, the com- 


by William Forstchen; and the 
T-shirts (there were only three 
originally—Armageddon 
Clock, Vesuvan Doppelganger, 
and Nightmare—although 
more appeared in 1995). 

The first calendar came out 
in the fall of 1994 while the first 
original Magic poster—by 
Anson Maddocks and Mark 
Tedin—was released not long thereafter. 
For a short time, there were lead minia- 
tures of some of the well-known Magic 
icons (Prodigal Sorcerer, Serra Angel, 
Hurloon Minotaur, etc.), but they 
weren't terribly popular and eventually 
disappeared. Around this time, a little 

publication called The Duelist started 
off with a bumpy production 
schedule, but the “Official 


x 
(tea 
>. 


Saag ys issue #4 


Hae ae were cmnbroidee 
the left breast and the Hurloon N 


aa were ‘made to order— 
tion. 

Not So Hot: The — series — Made comic ‘fools Ae 
Comics came out with their Shadow Mage and Tee Age on the 
World of Magic: The Gathering se 1995, but this series was 
short-lived. Acclaim continued to produce Magic comics for a 
while longer before stopping the Magic presses. 

- Coulda Been a Hot Contender: The Mi croPrc se Magic: I 
Gathering Game for the PC. Word of » str 
early as fall 1994 (right down to full-pag industry ads), and The 
Duelist was alive with discussion and rumors surrounding the 
game. But behind the scenes, development: was at a a 
Magic on your computer was still a little ways off... 


Book Two: The More,the Merrier 


Magic singlehandedly launched an industry, and the chance to 
cash in on this amazing success was just too sweet for many to 
resist. A multitude of products hit the shelves that were related 
to the oe but didnt 7 bear the b and name. 


‘introduced their line of SpellGround gaming cloths. oO ; 
artists bn to do original artwork for T-shirts al e 


| Puzzling, a book of new puzs 

-nered some positive feedbac 
Hot: MicroProse released a M 

Themes screensaver that immedi 


Wizards opens Italian office 


March 1998 
Pro Tour-Los Angeles 


April 1998 
Pro Tour-New York 


May 1998 


binations... there 
are still plenty of 
decks for people 
to explore even if 
they do use the 
Internet as a tool. 

MR: So what 
are your thoughts 
on current deck 
technology? 

RG: Deck 
“tech” has come a 
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immediately identify the 
strengths and weaknesses of 
cards. But the environment 
keeps changing underneath 


people’s feet. So a good 
player will be able to look at 
a card in Urza’s Saga and 
say, Wow, this gives me 
this sort of card advantage 
and this sort of creature 
advantage.” But it takes an 
expert player to figure out 
how it fits into the new 
environment. Maybe the 
beatdown game can't be 
done the same way in 
Urzas Saga. In that case, 
maybe your card evaluation 
techniques have to be 
reevaluated. There are still 
challenges whenever a new 
set comes out. 

MR: Card design tech- 
nology has also changed. 
Has it improved? 

RG: Yes. Design tech- 
nology has gone way up. 
The history of expansions 
is a sort of a history of ran- 
dom design flailing. But the 


Portal: Second Age 


released 


Jane 1998 


more flailing we did, the 
more information we 
revealed, and that informa- 
tion was sewn together into 
a coherent tapestry. You 
might anticipate this would 
lead to cookie-cutter 
expansions. But actually, I 
think we've only increased 
our understanding that 
variety is part of design, 
and we need to get that 
variety without using too 
many rules. That’s the ideal: 
minimum rules for maxi- 
mum variety. 

MR: So what game 
mechanics have you been 


happiest with? 

RG: A lot of mechanics 
have intrigued me. One 
thing that really excited me 
was cantrips, which was a 
really simple idea—a card 
that gives you a card. That 
came about because we 
realized that the most 
important part of the cost 
of a card was the card itself. 
Cantrips were a really easy 
way to cancel out that cost. 
Encapsulating that as a 
technique was a great 
design tool. I’m also inter- 
ested in things like buy- 
back, which really changed 
the nature of the way the 
game was played. I like it 
when mechanics like buy- 
back, cycling, and shadow 
get spread throughout the 
game, because they throw 
unique twists on the whole 
environment. 


July 1998 
First European. 
Champronship, Brussels 


where you care about 
whether the card looks cool, 
fits into the. story, and devel- 
ops a situation that is inter- 
esting for some reason other 
than just the rules. When. 
you have difficulty balancing. 
those issues, you end up with 
cards that are cool but don’t 
work, like Word of Com- 
mand or Vesuvan Doppel- 
ganger, ot you end up with 
cards that are overly techni- 
cal—like the Homarids, with 


MR: What do 
you think of the 


concept of mechan- 


and a sensitive topic between artists and Wizards 
as a battle brewed over who owned the rights to all 
that Magic art. 

Also hot was the Homelands prestige-format 
comic from Acclaim. Featuring art by Magic artist 
Rebecca Guay, the shrink-wrapped comic came 
with one of three Homelands cards (Baron Sengir, 
Apocalypse Chime, or Feroz’s Ban). Readers had a 
first glimpse of this comic at the Homelands event in 
downtown New York City. 

Not So Hot: Magic novels, which originally did very well 
(partially due to offers within the books for otherwise 


ics existing fora 
year and then leav- 
ing for a while? 
RG: I think 
cycling mechanics 
out [of the game] is 
necessary. Lf you 
think about it, the 
alternatives are either the 


“MINUS 


game becomes hopelessly 
ornate with too many 


rd prices go on the 


you dor %qwant to play games for $200. 


ont think the concept Ie of a2 was 


mechanics, which I don’t 
want, or we stop creating 
new mechanics, which 
T don’t want. Not having 
a mechanic is, in some 
ways, just as interesting 
as having it. 

MR: Have you noticed 
any fundamental changes to 
the way we make Magic? 

RG: There have been 
times when the game was 
designed with the head and 
times when it was designed 
with the heart. Magic needs 
to be designed with a mix- 
ture of both, and I think it’s 
moved towards that. 

MR: What do you mean 
by designing from the head 
and heart? 

RG: Designing with the 
head is where you make sure 
cards are balanced, work 
within the rules, and result in 
interesting game situations. 
Designing with the heart is 


GLUED - 143 CARDS 


Wizards opens Tokyo office 


tide counters and all these 


calculations going on. 
_ MR: Where should 
from here? 

: There are all sorts of 
ways Magic can go, but I’m 
not sure it needs to go any’ 
further than the parameters 
laid down by Portal, the 
expansion-level complexity, 
and Unglued, You need Portal 
to appeal to people coming 
into the game. The expan- 
sion-level complexity allows 
for a huge variety of different 
cards and combinations of, 
card environments. And 
Unglued allows you to pick up 
things you can't get in the 
previous two categories, like 
physical dexterity cards and 
cards that ask what you're 
wearing. 

MR: What &out ideas 

Magic has left behind, such 
as ante? 


RG:I actually ced: 


unavailable Magic cards) did not 
sell as well without these free cards. Unfortunately, 
readers overlooked some fine titles like 7Ae Prodigal Sorcerer 
by M. C. Sumner and Ashes of the Sun by Hanovi Braddock. 
Still Hopin to Be Hot: \he still-delayed MicroProse game. 
Advertisements informed gamers that this would be released 
in a Windows 95 version, not an MS-DOS version. But still 
no game. Sigh. 


Third Round’s a Charm 


What do players want, besides more cards? Some items 
seemed to go over fairly well (the Workman page-a-day and 
wall calendars, for example); others, not so fine. (Did anyone 
use Quick Svart to teach a friend?) Collector's albums for spe- 
cific expansions (beginning with Mirage) seemed like the 
perfect tie-ins to card collections. 

Everyone and his dog released a strategy guide, some tai- 
lored to specific player-types (Wordware Publishing did 
quite a few of these), others to specific expansions—like a 
guide to Alliances or an in-depth look at Visions cards. Pro 
Tour decks gained popularity because they allowed players to 
experience the power of solid Magic masters like Lestrée, 
Loconto, Justice, or Baxter. Deck Protectors (from 
UltrasPRO) came back in a big way, as did Magic T-shirts 
(now with cardfaces, mana symbols, and even event logos on 
the front). Finally, Wizards created the rarest card since Pro- 
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August 1998 
Worlds, Seattle 


September 1998 
Pro Tour-Chicago 


October 1998 November 1998 


Pro Tour-Rome 


December 1998 


posal: the World Champion card. There can be only one .. . and 
there still is. 

_ Hot: Bring on the alternate-art cards! The Arena league did it 
(Disenchant, Fireball, and one card each for the basic lands) and 
the DCI did it (Counterspell and Incinerate). Oversized cards also 
suddenly appeared everywhere. 

Not So Hot: Books and comics were still on hiatus, while cool 
items like the paintable plaster Magic figurines (Baron Sengir, 
Serra Angel, Prodigal Sorcerer, Hurloon Minotaur) were hard to 
get due to limited availability (they actually sold out very quickly). 

Cookin’ at Last! MicroProse’s Magic PC game finally started 
making its way onto store shelves. Featuring 12 unique Astral 
cards, the PC version played like the card game. 


The MicroProse Magic game finally hit the shelves. Players traipsed around 
Shandilar and built powerful decks through winning ante, trading, and going 
on quests. Shortly after the initial release, Duels of the Planeswalker added 
84 cards and enabled Internet multiplayer games. 


If it ain't broke, don’t fix it. Much. Quick Start didn't work, but the 
Portal starter game sure did. And the fix was so good that Portal — 
Second Age matched the success of the original. 

The long-planned Vanguard cards debuted—after all, if players 
loved oversized cards, why not give them ones they can use? Tem- 
pest preconstructed decks also took off with amazing success, as 
did the official euides to the various expansions. 

Amidst all of this, Richard and Lily Garfield announced the 
birth of their daughter Terry Linnea—an announcement printed, 
naturally, on a Magic card called Splendid Genesis (don't bother 
checking your local retail store for this one). 

Today, numerous products sit in a holding pattern to see how 
they'll be received—a new line of Magic novels; a coffee-table art 
book (Lhe Art of Magic: The Rath Cycle); and variant products 
(check your local stores for Earthquake and Instinct, two new 
games carrying Magic imagery, and the Magic Poker Decks). 

Oh, and that PC game? Two expansions later, this title has 
definitely reached the “Hot” category. Here’s hoping for the 
big-screen live-action film based on the game...starring Harrison 


Ford, of course. Y 
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Duelist staff parties like 
its 1999. 


thought ante would be played by more than 25 
percent of the players. In some ways ante was 
killed by the game’s own success. When people 
are buying $10 worth of cards, ante does what 
it’s supposed to do—cause card flow and allow 
you to own cards you normally wouldn't own. 
But when card prices go through the roof, you 


don’t want to play games for $200. So I don't 
think the concept was unsound. It was killed 
by the game’s success. 

MR: So, looking back on the last five years, 
what’s your overall impression of Magic? 
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RG: Magic has certainly exceeded my expectations in 
just about every way. I have very few regrets about the 
game. Mistakes were made, but decisions were made 
with the best information at the time. So I don't regret 
seeing ante go; it was fun while it lasted. I don't regret 


that we created snow-covered lands or that I made 


unbalanced cards like Black Lotus. I think we made 
pretty good decisions with the information we had. 
IfI had been told five or six years ago how popular 


Magic would be—how big it would become—I would 
have had a lot of worries, especially about how to man- 
age it. So, I am delighted that the support people—the 
designers, developers, and managers of Magic—have 
done such a good job of figuring out what makes the 
game tick and maximizing the good while working to 
get rid of the bad. 

It was actually a long time before I listed Magic as 
the favorite game I had designed. I liked 
Magic, but I liked RoboRally 
better, or after that, 
Netrunner. ] would return to 
Magic after [not playing for] 


several months, which happens 


occasionally, and be blown away by a 
new draft style, or tournament environ- 
ment, or card set. I realized that Magic 
had done that to me again and again 
and again. Magic constantly gave me 
the variety that led me to create it in 
the first place. [hat’s why I keep 
returning to it. 
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' Domains of Dread Campaign Book 
tem™ deci, get any ARC System booster* free. 
y a Legend of the Burning Sands™ deck, get a Legend of the Burning Sands booster free. 
Buy a Legend of the Five Rings—jade Edition™ deck, get a Legend of the Five Rings—Jade Edition booster free. 
Buy a Magic: The Gathering—Portal™ Starter Set or Portal Second Age™ game, get a Portal or Portal Second Age booster free. 
Buy a Fifth Edition™ game, get a Fifth Edition booster free. 
Duelist: The December issue of The Duelist® magazine comes polybagged with a free Urza's Saga™ booster. 
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that time of year again and you’ve got a dilemma. 
Buy stuff for you? Or buy stuff for your friends? 


Cheer up, grinch-meister. 
We’ll make your holiday cash go the distance. 
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| The December issue 

‘of The Duelist® magazine 

_ comes polybagged with 
_a free Urza’s Saga™ booster. 
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FERRATI O [WHITE|GREEN] 


rotection 
Racket 


PLAINS (5) 


| D Ersatz Gnomes oy 


: Target spell is colorless. 
Play this ability as an 
interrupt. 

: Target permanent is 
colorless until end of turn. 


Flesh Reaver ae 
Whenever Flesh Reaver 
successfully deals damage 
to a creature or opponent, 
Flesh Reaver deals an equal 
amount of damage to you. 


our opponent is Ferratio. You are 
playing a mono-black deck against 


his slower green/white deck. You 


almost had him beat, but last turn Ferratio 


played Pariah on a creature with protection 


Gangrenous Zombies 
%: Sacrifice Gangrenous 
Zombies to have it deal 1 
damage to each creature 
and player. If you control 
any snow-covered swamps, 


Gangrenous Zombies instead 
Ferratio’s five creatures). It is now the start deals 2 damage to each 


from black. You have nothing in your deck but 
black cards, so this appears to be a large 


problem. During your draw phase, you draw a 


Terror (which is incapable of destroying any of 


of your main phase. Find a way to defeat creature and player. 


Ferratio without losing. Pariah ox 
Redirect to enchanted 
creature all damage dealt 


to you. 


Whirling Dervish 


Flying, protection from black 
“Opposite La 


Mobile Fort counts as a Wall. (Walls 


PT Whining Dervish damages any. B) until end of torn, 
ppenent, pula HDL counter on 


Wavend of tint, vom jun 
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PARTAH VOICE OF GRACE DISCIPLE OF GRACE MOBILE FORT ERSATZ GNOMES CONCORDANT 
(enchanting 2/2 Vs 1/1 0/6 1/1 CROSSROADS 
Voice of Grace) 
| 
You [BLACK] NO CREATURES IN GRAVEYARD 3 LIFE REMAINING 
FLESH REAVER 
2/2 4/4 1/1 2/1 


SWAMP (9) 


YOUR HAND 


‘Bury target creature that wae daraayed 
ns cute, Bury target nonartifier, nonblack: 


‘What i cael The iy i ue one creature. Enchanted creature gets +2/41 
he 
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Add # 16 your mana poo} 


PLAINS 


i paver andl Vouphness eal 
ihe umber of easly i 
bend: 
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our opponent is Barbara. You and she are 
playing the best two out of three games 
and are currently in the middle of your 
third game. It is the start of your main phase. 
Defeat Barbara this turn without losing. 


Rte 


BARBARA 


NO gpizeaci® 3 LIFE REMAINING 


‘Addl (0 sour piann pool, 


FOREST 


% Rootwater Hunter deals 1 dams 
to target creature or player, 


Brilliant Halo nl ME. 
Enchanted creature gets +1/+2. 
When Brilliant Halo is put into a 
graveyard from play, return 
Brilliant Halo to owner’s hand. 


4 : 7. 
('GREEN|BLACK| 6 LIFE REMAINING 


Savin WANG 


Jajdersiaei, vibaply dla kt. 


CRADLE GUARD 4/4 GORILLA WARRIOR 3/2 


.$: Add @ to your mana pool 


| fed exeature gains °This 
‘Move target enchantment from on | creatute deals 1 damage to target 
r creature to another or from one ‘reature oF player. 
Jand to another. (‘The enchantment's “Books.can be replaced: a uiee 
sec target mist be Tegal) | Reve 


ENCHANTMENT HERMETIC STUDY 


ALTERATION 


Whenever enchanted lind is tapped 
for nina It produces qn additonal 
ae 


‘Life needle no encourogentee, 


Launch... ¢ 
Enchanted creature gains flying. 
When Launch is put into a graveyard 
from play, return Launch to owner’s 
hand. 


ormally, when 
a puzzle gets 
turned in, I 
include a solu- 
tion and let 
the puzzlecheckers 
double-check my work. 
Then after the puzzle is 
laid out, I double-check 
my own work. Notice I said 
normally. This last month I 
chose to get married and 
so never double-checked 
\’Chaim. Surprise! It has 
not one, not two, but 
three mistakes. I could 
have easily fixed the puz- 
zle by switching the order 
of one step and lowering 
the opponent’s life total, 
but I didn’t catch it in 
time. Since I deprived you 
of that puzzle, I hope to 
make amends by giving you 
another puzzle. At right is 
the solution I turned in. 
See if you can find the 
three mistakes. The mis- 
takes are listed at the 
bottom of the page. If 
you want to try and solve 
the puzzle, reduce Brian’s 
life to 74 and try again. 
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: Published in Duelist #32, p. 72 
Dp ‘Tap Tolarian ees City of Traitors, and 


ally your islands to add six blue and two color- 
_ less mana to your mana pool. 
2) Put the island from your hand into play and 


sacrifice City of Traitors. 
3) Use two blue and one colorless mana to cast 


Confiscate. (Note all spells are cheaper due to 
the Medallions.) Take control of Brian's 
Spellshock. Take 2 damage from Spellshock 
for casting Confiscate. You are now at -1 life. 

4) Sacrifice Spellshock to Faith Healer to gain 2 
life. You are now at 1 life. 

5) Use one blue mana to cast Show and Tell. Put 
Monk Realist into play. When Monk Realist 
comes into play, destroy Planar Void. 

6) Sacrifice Douse and Orim’s Prayer to Faith 
Healer to gain 6 life. You are now at 7. 

7) Use one blue mana to cast Enchantment 
Alteration, moving Fertile Ground from 
Brian’s swamp to your untapped island. 

8) ‘Tap your untapped island to add one blue 
(used as colorless) and one white mana to 
your mana pool. 

9) Use one white and one colorless mana and tap 
Soul Sculptor to turn Serra Avatar into an 
enchantment until the end of the turn. 

10) Sacrifice Serra Avatar (now an enchantment) 
to Faith Healer to gain 7 life. You are now at 
14 life. 

11) Use two blue and one colorless mana to cast 
Time Spiral. Shuffle your hand (which is 
empty), library (which is empty) and your 
graveyard (City of Traitors, Confiscate, 
Douse, Enchantment Alteration, Orim’s 
Prayer, Serra Avatar, and Show and Tell) 


7. you play the island in Step #2 before you destroy Planar Void, your 


ih City of Traitors will be removed from the game and you will lose when 
you ca Time Spiral since ee will be unable to draw seven cards. 


Same as “The Mistakes” except: 


together. De seven ae ce vill obs 
ously be the seven cards formerly in your — 
graveyard). After the spell resolves untap 
Tolarian Academy and all four islands. _ 
12) Tap Tolarian Academy and three islands 
(including the island enchanted by Fertile _ 
Ground) to add one black and six blue (one 
used as colorless) mana to your mana pool. 
13) Sacrifice Brilliant Halo to your Faith Healer — : 
to gain 2 life. You are now at 16 life. Brilliant | 
Halo returns to your hand. | 
14) Use one black mana and sacrifice the stolen 
Discordant Dirge to force Brian to discard his _ 
entire hand. Put your Steal Enchantment into 
the graveyard. 
15) Use one blue mana to cast Show and Tell. Put _ 
Serra Avatar into play. Gain 16 life from the 
first Angelic Chorus. You are now at 32 life. 
Gain 32 life from the second Angelic Chorus. _ 
You are now at 64 life. 7 
16) Use two blue and one colorless mana to cast 
Confiscate on Brian’s Thundering Giant. 
17) Use one blue mana to cast Enchantment 
Alteration moving the Enraging Licid | | 
enchantment from Thundering Giantto your | 
Serra Avatar. 
18) Use one blue mana to cast Douse. 
19) Declare an attack with Serra Avatar and Faith _ 
Healer. After blockers are declared (of which | 
Brian can declare none), sacrifice Confiscate, 
Enraging Licid, Douse, and both Angelic 
Choruses to Faith Healer to gain 21 life. 
Serra Avatar is now an 87/87 creature. Attack 
to do 88 damage. Brian is now at 0 life. 
20) Declare the end of your attack phase and win. - 


esp ancien i rms tapas hehehe suitcase ners in un oenomiarteenet 


Cast Confiscate on Planar Void. Sacrifice : 
Planar Void to Faith Healer. ] 


Don't put the island into py until after . 
you destroy Planar Void. 


Use Show and Tell to put Monk Realist : 
into play to destroy SS 
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from Fine Old 


he Duelist is old enough to 

go to kindergarten! Many 

people think of the big D as 

the Magic magazine, but reg- 

ular readers of “Inside the 
Industry” (yes, both of you) also 
know that we feature a cornucopia of 
trading card games here in our little 
non-Magic ghetto. Heck, we even 
toss in coverage of electronic games 
now and then. 

But in the early days of The 
Duelist, the magazine was just pure 
Magic, right? Every month, I get a 
letter from someone who thinks so. 
“Get The Duelist back to the way it 
used to be—a pure Magic magazine. 
And while youre at it, take a shower 
once in a while.” Now, don't get me 
wrong—many more letters are in 
response to some review or other that 
a sharp-eyed reader found here in the 
back of the magazine (see “Box 707” 
for an example). And frankly, 
whether I shower is none of his, her, 
or its business. However, a few of you 
seem to think that this non-Magic 
material is somehow a new phenom- 
enon. In the spirit of the season, I say, 
“Humbug!” 

Let’s look at Duelist #2, published 
waaaaay back in the turgid summer 
of 94. It was a heady time, as compa- 
nies everywhere decided to dive into 
the fledgling CCG market. No one 
had yet coined (or patented) the term 
“trading card game,” so games like 
Killer Instinct, Super Deck, and Star 
Trek: The Next Generation were 
called either “customizable” or “col- 
lectable” card games. Care to take a 
guess as to the first non-Magic card 
game covered in the venerable 
Duelist? This one’s pretty easy. Think 
fangs, blood pools...yeah, you 
guessed it—Jyhad (which was soon 
to bear the much clunkier name 


Vampire: The Eternal Struggle) 
sucked its way into these hallowed 
pages. 

In that same issue, we also covered 
a new contender in the TCG field 
(well, they were a// new contenders, 
but this one hit really early). This 
game seemed to have a lot of possi- 
bilities, as it was published by the 
company that created the roleplaying 
genre—T'SR. Alas, Spellfire didn’t 
exactly burn up the charts, although 
to this day the game is technically on 
“active” status (and, before the two of 
you write in, yes, I know, some peo- 
ple still play it). 

Duelist #2 also featured “Reports 
on Collectable Card Games,” the 
seminal version of this very column. 
It covered the other games that had 
hit the industry by that point. How- 
ever, the Report wouldn’t reappear 
until issue #6, when writer Allen 
Varney authored the “Designer’s 
Notes and Reports on Trading Card 
Games.” This piece led off the 
“Industry News” section of the mag- 
azine, which by issue #8 would be 
known by the more familiar name, 
“Inside the Industry.” 

There’s one more component of 
“Inside the Industry” that has since 
become a tried-and-true part of our 
monthly coverage—electronic games. 
The first such game reviewed by “the 
Guys Downstairs” (in other words, 
Wizards R&D members Mike 
Elliott, William Jockusch, and Bill 
Rose) was WarCraft II, which they 
could not recommend _ strongly 
enough. - 

It’s impossible to say what the nc 
five years will bring, but it’s a safe 
that if there’s still an indust: 
still be smack in the m 
Now I have to go pack a lunch 
The Duelist first day of schoo 


, We 


Electronic 
ame News 
he new owners 
at Virgin Inter- 
active, Electronic 
Arts, have driven 
a stake into the 
heart of the inten- 
tionally offensive 
Thrill Kill. This 
fighting game, set 
in Hell, featured 
already-dead 
combatants doing 
really, really nasty 
things to each 
other and had 
already earned 
an “adults-only” 
rating. 


APCOM has 

announced 
plans to port the 
dizzyingly suc- 
cessful zombie 
gorefest Resident 
Evil 2 over to the 
PC. Gamers can 
look forward to 
exploring the 
Raccoon City 
Police Depart- 
ment as either 
Claire Redfield or 
Leon Kennedy in 
February of 99. 


hae closely 
and you 
should hear some 
familiar voices 

in Westwood’s 
upcoming Com- 
mand & Conquer: 
Tiberian Sun. 
You'll be receiving 
orders from 
_James Cameron- 
favorite Michael 


Inside the Industr 


Card Game N ews 


ALJENS PREDATOR (HarperPrism, New York City) 
Fans of this gritty combat-oriented game will witness the A/ien Resurrection expansion 
on January 8, 1999. Expect improved images and backgrounds on all card types, as well 
as new Predator cards created entirely with CGI. “The CG Predators are incredibly 
| cool,” says ZI Games’ Hans Rueffert. “I've heard people asking us where in the films we 
| found these pictures of the Predators in space—but we didn’t have to.” This set will also 
, allow your humans to be a little more diverse—they won't all automatically be consid- 
| ered “marines.” The next expansion, Atmosphere, will introduce new locations and the 
| vehicle card type. The development of any further expansions will depend on how these 
| two sell—so stock up if you're a regular AP player. AvP@zehrapushu.com www.zehrapushu.com 
| 
| 


HJGHLANDER (Thunder Castle Games, Kansas City, MO) 

The Four Horsemen, which debuted at the 
fantasy-themed ShawnCon, should now be on 
shelves. In March of 1999, TC Games rolls out 
The Ramirez Edition, which will deal with another 
Sean—Connery—although the actor has not 
issued permission for Thunder Castle to use 

his likeness. TCGames@aol.com www.tcgames.com 


<< e = 


CHRONX (Genetic Anomalies, Cambridge, MA) 
The makers of the original online TCG have 
recently released the Ascension expansion, and 
have plans for another in early 99. GA’s Steve 
Zatuchny says that “Bit Brokers” have sprung 

up on the Internet, using GA’s proprietary 
“Collectible Bits” technology to foster a secondary 
market for the virtual trading cards that are the 
core of ChronX. www.station.sony.com/chronx/ 


SHADOWRUN (FASA Corporation, Chicago) 
Watch for the 90-card Corp War expansion to be released by year’s end. Further 
expansions are on hold and the Second Run revision of the original game has 
been canceled, however. Hopefully we'll have more on Shadowrun soon. 
FASAInfo@ aol.com www.fasa.com 
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MJDDLE-EARTH: THE WIZARDS 
(Iron Crown Enterprises, Charlottesville, VA) 

The Dwarf Lords and The Elf Lords 
have been placed on indefinite 
hold—Iron Crown has decided to 
focus its energy on redesigning the 
existing game to make it easier for 
new players to learn, and to cut down 
on the required playing time. While 
it hasn’t been confirmed, the 
redesigned game may simply be 
called The Lord of the Rings CCG. 


ice@ troncrown.com www.ironcrown.com 


STAR WARS CCG (becipher, Norfolk, VA) 
The massive 300-card Special Edition 
expansion should now be available, 
featuring version 2.0 of the Star Wars 
rules. Also expect new versions of the 
main characters drawn from all over 
the “classic trilogy.” In early 1999, the 
Rebels will make an assault on cute 
alien merchandising opportuni es in 
Endor. ae 
www.decipher. on 


id you ever have one 
of those Christmases? 
You take a precious 
night off from your 
job as a tough-as- 
nails NYPD detective 
to go to the opera. The lights go 
down, the diva begins her solo...and 
then actors and audience members 
scream and burst into flame. 

You escape with your skin intact, 
but notice that the diva seemed to 
be the cause of the horrifying sights 
you witnessed. You retrieve a pistol, 
adjust your slinky black cocktail 
dress, and realize youd better not 
make any plans for New Year's Eve. 

Detective Aya Brea has this exact 
holiday in Square’s 
RPG?” Parasite Eve. 


It seems our mitochondria, those 


ge * 
cinematic 


little organelles that produce energy 
inside our cells, are rebelling. Curi- 
ously, mitochondrial DNA always 
passes down from your mother, so it 
never blends or changes—all 
humans can trace their mitochon- 
drial DNA back to a southern 
African human female that lived 
200,000 years ago. But what if those 
curiously unchanging mitochondria 
were, in fact, guiding our evolution? 
Eve, the pyrotechnic diva, is the 
Borg Queen of all mitochondria in 
the world. She extends her grasp 
-across the city—literally—using 
amoebic pseudopods. Anything she 
touches gets its mitochondrial 
DNA altered, usually with horrifi- 
cally mutating results. Rats’ heads 
split open. Orangutans become 


Cory Herndon looks good in a black 
dress. But in purple, hes stunning. 
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Parasite Eve takes a bite out of the Big Apple 


io 


hulks. 


\three mouths 


Yok, she randomly encounters 
as ters i n typical RPG fashion. 
y, these encounters aren't 


enough to annoy (although 


shambling 
Cute pooches 
and try to eat chi 
Why must onglége\\cop singlt 
handedly save Nor 
own cells? Bé dcause Sh 
inexplicably 1 
of the “parasife 


Sehe 
uae 


that surro ees y 
harness 


involve a nifty blend of 


and real-time combat. 


magical off 
mal heal 


enemies must each 


monster- r attacks—but once 
Aya’s stk you don't have to just sit 
heavily i éat the fireball, club-hand, 


come late at-tail-in-the-face. Aya 
ump, and dodge while 
& her weapons and powers. 
ity to jump and dodge is 
ybut Aya’s spike heels generally 


ae 
rife with 
s that 


Parasite Eve 
video séque 
story forward through 
realistic N sk City. TY 
just SimCity with a Statue of 
erty. Aya can cruise All over tow 
real-world locations like the Metr 
politan Opera House, 
and the Metropolitan Mt 

Unfortunately, while ¢ 
and everyone is smoot 
the giant amoebae and mut: 
gators somehow aren't as sca \.new weapons throughout the game, 
they should be. Whereags t you can also tune and modify 
into a precinct room fi « i pons for improved performance. 
dent Evil zombie cops ca ; 
unnerving, the PE be 


mired in mud. No matter how 


she moves 


rd you press “Run,” 
incredibly slowly. A nuisance in 
fight sequences, these slo-mo dashes 
get excruciatingly painful after 


hinatown, 


cum. 


you've crossed the same room a 


dozen times in your search for clues. 


The weapons in Parasite Eve are 


the most fun. Aya gets to try out 


weapons because Id already 
sd up my machine gun to a 
t that surpassed the power of 


s latest hardware. These same 
ie-ups work for armor, too. 

Square has a solid reputation for 
asole RPGs, and ultimately Para- 
Eve maintains Square’s track 


sequences shake the 
sound in the rest off 
somewhat lacking. 
fighter jets scream g 


@ two charac- 


in full stereo, wat 
ddly over subtitles 


ters gesticulate d. An original story, stunning 
was like hitting the “mute” button ils, and a refreshing combat sys- 
whenever someone starts to talk. ake up for a few drawbacks in 

Game play diso had some ups and I that and a slinky black 
downs. As Aiya chases Eve through , dress to boot. & 


Folin Hants 


Wolfgang Baur is proud 


to have written this 


entire column without 


using the word 


Grasshopper.” 
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In the days of the shogunate, the militant 
monks of Japanese temples were a force to be 
reckoned with, even feared; their riots within 
supposedly civilized towns were often allowed 
to run unchecked. Unlike Christian monks, 
Buddhist and Shinto monks trained with 
weapons and fought in many battles. Just as 
often, though, they simply formed large 
mobs that descended on the capital with 
demands for the emperor. And more often 
than not, the emperor was forced to give in 
to their demands. 
The monks of Rokugan are just as 
unruly as their historical counterparts— 
and they have magical powers to boot. 
This month, let’s take a close look at how 
the monks can win through both enlight- 
enment and military prowess. 


Welcome to the Monk House 

In Hidden Emperor Episode 3, the Brotherhood of 
Shinsei underwent serious changes. The Brothers 
gained a new Stronghold (the House of Tao) with 
a decrease of 1 in Province strength and no 
increase in Gold Production, but the Brotherhood 
can now start the game with a Ring in play. This 
makes it much easier to build a Monk military or 
dueling deck. In fact, in many ways the new 
House isn’t a single Stronghold so much as five 
different Strongholds, each bearing one of the 
Rings’ special abilities. The House of Tao also 
increases the value of all Ring-specific items and 
Personalities, such as the Yari of Air, Mempo of 
the Void, Armor of Earth, or Gunsen of Water. 

In addition, Hidden Emperor has introduced 
several new Monk Personalities. The biggest and 
baddest is the experienced (but expensive) 
‘Togashi Hoshi. Every deck can also use Hoshi’s 
new band of small but potent acolytes: Ikudaiu, 
Kirazo, Hoshi Masaru, and Hoshi Eisai. 

Of course, the new Stronghold has a drawback; 
pulling Rings from the Fate deck is tougher, so 
players must devote card space to “fishing” for 
Rings. In practice, drawing Rings was never that 
easy with the original Stronghold either. Yes, it 
could be done once per turn, but that cut into 


_ Gold production—and sometimes you wanted to 
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Getting Down to Monk Business 


retrieve more than one Ring per turn. Fortunately, 
the same methods that the old Brotherhood 
Stronghold used to speed up Ring-fishing help 
the House of Tao as well. In particular, Walking 
the Way, Face of Ninube, and Banishing All 
Shadows help you pull Rings, and are good cards 
in their own right. Experienced Yodin and 
Enlightenment act as great Ring-pulling cards, 
and both should be part of any deck seeking con- 


sistent Enlightenment wins. 


Military Monks 


If you prefer the noise of unruly monks to the 
placid sounds of contemplative wisdom, the mili- 
tary road is much more accessible to the House of 
Tao. The Ring of Water is usually the starting 
Ring of choice, providing an advantage almost as 
good as Cavalry to Monk troops. In addition, 
Monks are much cheaper than Cavalry units: 
Shioda is free, and Ikudaiu costs just one Koku at 
the reduced price. Mix those units with Fury of 
the Earth or Flee the Darkness, and you can see 
Province kills as early as turn three. 

In a military Monk deck, you may want to 
remove the Ring of Fire and perhaps the Ring of 
Air entirely. Instead of Ring-fishing cards like 
Enlightenment or Walking the Way, you'll want 
beefy combat cards like Mizu-do, Kaze-do, 
Charge, and Where Shinsei Stood. Instead of 
dueling cards like Kharmic Strike or Strike of 
Flowing Water, add a few Followers like Tattooed 
Men or Spearmen. In terms of Personalities, 
Suana, Hizuka, and other high-Force Monks are 
the ones you'll want, rather than Yodin and 
Togashi Yoshi. 

It’s also a good idea to keep your opponent 
guessing about your preferred style of victory. 
Since both types of Monk deck have several fea- 
tures in common, you force your opponent to 
defend against both threats. 


Monk Keys 


The key to a successful Monk deck is a clear 


understanding of card interactions. Knowing | 


when to use Grove of the Five Masters to get just 


the right Kiho; knowing how to get the most out __ 


of each Monk item and each tattooed card; and __ 


(as in the Extended J 
the Gunsen of Water (be 
0) and plan for a Milita 
the Ring of Earth (for a 
_ the Armor of Earth and 
ment and less on militar 
"Speaking of the Elen 
Imperial Gift t 
armor that match 


ties immediately. 

The Hidden Emperor 
toward supremacy in both pe and multi- 
player formats—and the Brotherhood now has a 


1 Monastery 

2 Mystic Ground 

3 Prayer Shrines 

1 Rebuilding the Empire 

1 Restoring the Doji Treasury 


1 Farmlands 

1 Grove of the Five Masters 
2 Heichi Chokei 

3 Hoshi Masaru 


3 Ikudaiu 

1 Imperial Gift 

1 Inheritance 

3 Jade Works 

2 Kirazo 

1 Kisada’s Funeral 
3 Merchant Caravan 


3 Small Farm 

1 Suana 

3 Togashi Mitsu 

1 Togashi Mitsu, experienced 
1 Togashi Hoshi, experienced 
3 Togashi Yoshi 

1 Yodin, experienced 


It’s debatable whether the new 
House of Tao or the original 
Brotherhood — noe 


fee but a we’ 


House of Tao dec! 
or even four | 
turns 


ut other ae will prob- 
ably just put the Ring of Water 
into play as their free Ring, assum- 
ing that once Water is in play, 
Earth becomes easier. Terrain like 


1 Breach of Etiquette 
2 Counterattack 

3 Enlightenment 

2 Fist of the Earth 

3 Flee the Darkness 
3 Fury of the Earth 

3 lajitsu Duel 

1 Mempo of the Void 
2 Narrow Ground 

2 Refugees 

1 Ring of Air 


Pics / 
Suana, ; 


one important trick. 

Get the maximum use out of your 

Rings by focusing with them in 

duels or using them to fuel Mer- 

chant Caravans. Then bring them 

back when you need them using 
Enlightenment or Yodin. 

WB: 


1 Ring of Ear 

1 Ring of Fire © 

1 Ring of Void 

1 Ring of Water* 

1 Root the Mountain 
3 Song of Blood 

3 Strike of Flowing Water 
3 Superior Tactics 

3 Takao’s Jingasa 

1 The Soul Goes Forth 
2 Walking the Way 

1 Yari of Air 


by Christopher Guilmet 


Christopher Guilmet 
doesnt have a problem with 
ketracel-white. He can stop 
anytime he wants. 
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Decipher s Latest Star Trek Expansion 


Threatens the Alpha Quadrant 


ongtime fans of the Star Trek CCG 

no doubt remember that the game pre- 

miered as the Star [rek: The Next Gener- 

ation card game. Back in the salad days of 

the game, Decipher announced several 

future expansions based on the TNG 

license, including Holodeck Adventures, a “battle 

expansion,’ and what was once to be the final 
release of the game—A// Good Things... 

Decipher’s renewed license agreement with 
Paramount changed everything. Thanks to the 
fruits of that deal, Star Trek has become an 
extremely varied game. With three new, complete 
affiliations introduced in the last year, and several 
more on the way, the game is certainly in no dan- 
ger of running out of ideas, nor will there be a 
“final release” any time soon. 

But what of those long-lost expansions? They 
werent entirely scrapped. By the time this maga- 
zine is in your hands, the busy 
bees at Decipher should have 
released the first expansion since 
the standalone Deep Space Nine 
set. Called simply The Dominion, 
this expansion introduces the 
sneaky, double-dealing members 
of the titular  atfiliation— 
although Decipher announced 
right before we went to press that 
they will split the battle improve- 
ments off into another 130-card expansion, as yet 
unnamed. 

I recently had a chance to get the skinny on the 
aggressive rulers of the Gamma Quadrant with 
Tim Ellington of the Decipher design team. 
Although Tim was mum on the unexpected 
“bonus” expansion, he did drop some juicy tidbits 
on The Dominion and on the future of the Star 
Trek CCG, . 

Christopher Guilmet: On the DS9 TV series, the 
Dominion 1s all about conquering other worlds and 
quadrants. They seem less a mission-solving affilta- 
tion than even the Klingons. Will there be alternate 


ways for the Dominion to score points? 

Tim Ellington: Yes. While they will certainly 
earn points by solving missions, there will be 
some other ways for the Dominion to earn points 
which help give them a unique feel among the 
affiliations. 

CG; The three primary elements of the Domin- 
ion—the Jem Hadar, the Vorta, and the Founders— 
have a complex and interdependent relationship on 
the show. Flow does this expansion reflect that rela- 
tionship? 

TE: The affiliation is being designed in a man- 
ner that will give a player maximum benefit if 
used properly. You could have an away team of 
only Jem’Hadar, or only Vorta, etc., but it may be 
hard to get through dilemmas and meet mission 
requirements if you don’t use the proper ratio of 
those three components. We wanted the Domin- 
ion to feel like what you see in the show, and they 
certainly exhibit that interdependence in the 
series. 

CG: Will we be seeing more action in the Gamma 
Quadrant? 

TE: Absolutely. In fact, as a Gamma affiliation, 
they will be based in the Gamma Quadrant, and 
their Gamma facilities will only seed there. Plus, 
we want to bring more Gamma missions for all 
the affiliations. 

CG: How are other affihations represented in this 
expansion? Will we be seeing more Ferengi, or dual- 
affiliation Ferengi personnel? 

TE: The Ferengi aren't a dominant part of the 
Dominion story line, so I wouldn’t expect to see 
too much from them in this set. There will be 
some more Cardassian and Bajoran personnel to 
help fill out those affiliations, and a few cards here 
and there for other existing affiliations. 

CG: DS9 introduced the Headquarters facility for 
the Cardassian and Bajoran affiliations. Will there be 
Headquarters for any of the other affiliations? 

TE: Yes. Look for a couple of new Headquar- 
ters cards in this set. 

CG: Will there be any other new facilities, such as a 
prison camp? 


: 


TE: Chances are there will be more use 
for internment facilities in the next set 
after the Dominion, where we hope to 
enhance capturing and holding opposing 
personnel. 

CG: We already have one special 
shapeshifter card (The Walls Have Ears 
from Deep Space Nine). With the Founders 
included in this set, will shapeshifting be 
expanded? For example, will Founders be 
able to impersonate other 
personnel? 

TE: Well now... there 
will certainly be more 
cards that work with 
personnel who have 
shapeshifting 


and there certainly are 


abilities, 


some shapeshifters in 
the Dominion, sooooo... 
yes—shapeshifting will 
be expanded in this set. 
As for impersonating 
other personnel, I can't 
let the cat, or should I say 
rat, out of the bag just 
yet. 

CG: The ships of the 
Dominion are very power- 
ful on the show. How will the Dominion 
ships stack up against other ships? 

TE: It’s always hard to match ship 
strength in the show to ship strength in 
gameplay and maintain balance, but you 
can expect to see Dominion ships which 
are very well suited for battle; designed to 
work well for Dominion conquest of the 
Alpha Quadrant. 

CG: Will we be able to make Odo or other 
Changelings into “solids?” How do you rep- 
resent the Changeling soup that 1s “the Great 
Linke 

TE: Well, since changing a Founder 
into a solid is a fairly serious and not- 
often-seen occurrence, we'll just have to 
wait and see how that works. As for the 
Great Link, there’s a good chance it will 
be included in the set, but you'll have to 
wait and see what form it takes. 

CG: How 1s the ongoing Alpha Quadrant 
war with the Dominion incorporated into 
the expansion? With new Gamma Quad- 
rant nussions included tn the set, will explor— 
ing and colonizing the Gamma quadrant 
become easier or more difficult? 


TE: Colonizing the Gamma Quadrant 
will definitely be more hazardous, since 
you never know if your opponent will be 
based there with a host of Jem’Hadar and 
warships. In fact, I’m not sure it’s even 
going to be safe to fly around the Alpha 
Quadrant once people start building 
Dominion decks! 

CG: The end of DS9° sixth season fea- 
tured in interesting way to close the Bajoran 
Wormhole. Will there be 
new ways of closing/dis- 
abling/destroying the 
Bajoran Wormhole? 

TE: Yes. There will 
be additional ways to 
try and keep the Dom- 
inion in the Gamma 
Quadrant, And for 
good reason, too. 

CG: Will there be new 
versions of any charac- 
ters? Will we see more 
advantages for Bashir’s 
genetic enhancements? 

Since we are still 
introducing the main 
players of Deep Space 
Nine, | think it might 
be a bit early to be looking for new ver- 
sions of characters right now. 

CG: Any “mirror universe” cards in the 
works? 

TE: Of course we're working on some- 
thing... 

CG: Can we expect any cards from outside 
the Deep Space Nine series in this set? 

TE: Yes. This is the first set that really 
gives us a chance to use all of our licenses. 
Since this is Te Dominion set, expect 
most of the cards to be from Deep Space 
Nine, but look for a few cards with The 
Next Generation and First Contact images, 
and maybe even a Voyager card or two. 

e 

The Deep Space Nine television series 
really took off when the Dominion 
became a real threat to the Alpha Quad- 
rant. Although the DS9 expansion was 
put together very well, the Dominion 
expansion holds the promise of new 
excitement for the Star Trek CCG. All 
this, and a black-bordered Defiant to 
boot. I can hardly wait for the wormhole 
to open. 


Gazing into the Orb 
of Product Development 


Decipher is pumping out releases like there’s no 
tomorrow: First Contact, Tournament Sealed Decks, 
DS9, and The Dominion all in the span of a year, not 
to mention that other little TCG they produce. Here’s 
what | got from my Orb Experience .... 

The Battle Expansion 
How do you introduce an entirely new affiliation 
and all-new space battle rules in a 130-card set? 
Decipher decided at the last minute that you don’t. 
There’s very little information on this set at the 
moment—all that’s known at this point is that it 
will focus on the more warlike aspects of the 
Dominion affiliation, the Dominion war on Deep 
Space Nine, add new space battling rules, and con- 
sist of 130 cards. 

Rules of Acquisition 
The profit-hungry capitalists of the 24th century, 
the Ferengi, will rear their four-lobed heads in their 
very own expansion. Not much is known of this 
new expansion (even the name Rules of Acquisi- 
tion is not yet official), although it’s a gimme that 
the Rules will make an appearance. Maybe we'll 
see those wacky lightning-whip thingies from TNG 
as a Ferengi weapon. 

Premiere Starter Deck J[ 
This awkwardly titled release will feature 60 ran 
domized, white-bordered unlimited edition cards 
from the original Premiere set. Just like DS9 
starters, each pack will contain two rares, thirteen 
uncommons, and forty-five commons. Big deal? 
Well, Decipher also include eight black-bordered 
limited edition cards: six new missions, a Ferengi 
trading outpost, and an event card that will make 
all the personnel and ships in the deck compatible 
with one another (but it’s not a treaty), making 
these cards playable out of the box. 

Enhanced First Contact 
Billed as the “next evolution of the First Contact 
expansion,” this set will feature twelve brand- 
spanking new cards that promise to enhance the 
Borg by making them a little easier to play, boost 
the Enterprise-E bridge crew, and discourage abuse 
of Ready Room Door and Assign Mission Special- 
ist (there goes my 75-point Hunt For DNA Program 
strategy). The most unusual feature of this set is 
the packaging. Each pack will be die cut, exposing 
one of the new limited edition cards inside. No 
need to buy a whole display box to ensure one of 
each new card. —-C.G. 
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game-rattling finale. 
f you think FRPG’s Doomtown isn’t quite to 
your taste, my advice is to take another bite. 
Episodes 7-9 open up the game to new levels of 
complexity: experienced characters make their 
first appearance with new stats and new abili- 
ties that flesh out their Outfits’ proven strate- 
gies; actions, spells, and events that are already 
useful become devastating as a rash of “other 
shoe” cards make killer combos viable; charac- 
ters change allegiances and even kill each 
other; and the plot is seamlessly translated into 
game mechanics. And for all the gravy that 
Doomtown 7-9 hands out to its existing players, it 


also manages to put some real meat on the table 
with daunting new Outfits and an 
assault on the “fourth wall” of / 


1CGs: card manipulation. 


A Full Plate 
As if there weren't enough 
going on in Gomorra already, now 


players have a chance to work 
with cards that aren't even in 
play: whether it’s in your deck, 
your discard pile, or Boot Hill, 
you now have access to it. 
Actions let you grab a dude from 
your discard pile (Hired Guns) or a 


Dudes like Cheyenne Bottoms and 
Billy Iron Horse let you discard almost 

at will to dump chaff cards, and Mordecai 

Whateley lets you trade any card in your 

hand for a specific hex from your deck. 

Cards in play (and even some that are coming 


into play) are now also subject to change. Any 
Outfit can use Mimic (action) or Skin Shifter 
(drifter dude) to copy any one action on a valid 
dude as he’s being aced, and the Duplicator gad- 
get grants that power only to the Mad Scientists 
of the Collegium. A Good Stiff Drink gives any 
dude enough sand to perform one action a second 
time (the Chrono Accelerator gadget has a similar 


Scott McGough is a man who 


loves a good dog story. As 
Doomtown completes its first 
release cycle, his eyes are misty 
and his hat 1s off to the gents 
and ladies at FRPG. 
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deed from Boot Hill (Blueprints). 


effect, but only for the Mads), and Supplies from 
Back East crowns the field by letting you unboot 
one of your deeds and perform any action printed 
on that deed twice that turn. If you don’t like your 
opponent using your dudes as a resource, you can 
count on Degeneration to remove one action from 
a harrowed dude. The Ghost can cancel any 
action that targets him (including calling him 
out). Events can be stopped before they start by 
the Den of Eastern Delights deed, or can be lim- 
ited to one per game by the Drinks on the House 
action. Expect the phrase “I do nothin” to become 
an endangered species. 


points Vi 
etnies iy coer 4 
Any fare worth Te ynile you 


Po! 
contres nypol sem 


This Flock Shears People 
Along with some experienced familiar faces from 
the first six episodes, Episode 7 trots the Flock 
out for inspection. The Flock seems at first to be a 
mere foil for the Whateley Family, with d/essed 
ratings instead of huckster ratings and miracles 
instead of hexes, but don’t be lulled. The Flock’s 
dudes include two demonic beasts named Flim 
and Flam and personifications of the Seven 


CARL FRANK (LEFT) PAOLO PARENTE 


(RIGHT) 


LISSANNE LAKE 


Deadly Sins. Elijah, the Flock’s apparent 
shepherd, has a silver tongue and the soul 
of a poet, but his agenda is unclear and his 
magic has a definite aggressive edge to it. 

Some miracles duplicate many of the 
best hexes and spirits, while others end a 
shootout, reduce a dude’s influence, ace a 
terror, enhance a weapon, resolve an event 
from your play hand as a noon action, or 
create stud tokens for the duration of a 
gunfight. In fact, there are enough blessed 
ratings on drifters and dudes from other 
Outfits to make miracles viable in any 
deck. By definition, miracles are rare and 
special occurrences, but expect to see a lot 
of Law Dogs playing the experienced 
Rey. Simon McPherson (blessed rating 2) 
with a copy of the Confession spell (a suc- 
cessful pull makes any dude in play 
wanted) to spruce up those Lynch Mob 
decks. Given miracles’ wide range of 
game effects and availability, virtually 
every player will have to prepare for their 
inevitable impact. 


Gimme a “T” for Texas 
While the Flock is not exactly what it 
seems, Episode 8 introduces the refresh- 
ingly straightforward Texas Rangers, who 
clearly came to Gomorra to kick ass and 
chew tabacky...and I’m afraid they're all 
out of tabacky. Tombstone Frank and the 
experienced |, FB Coleman are the 
Rangers’ harrowed stud heavyweights, 
while Camille Sinclair and Zeke 
Beauchamp both get stronger in 
shootouts with terrors. “Rails” Richardson 
is cheaper than dirt and can take another 
dude with him as he roams freely around 
strikes; Bobo Leveux can boot to cancel 
any inferior huckster’s hex; and Los Ojos 
del Dios takes his place as the best spell- 
caster in the game with huckster, shaman, 
and blessed ratings. Katie Karl, the 
Rangers’ queen, musters her troops 
quickly by decreasing their cost as they 
come into play. Even the Outfit’s ability 
makes it easier for them to start trouble: 
they can boot their home to call out ter- 
rors at the same or an adjacent location. 
The Rangers lend themselves to all of 
the more aggressive strategies that keep 
Gomorra’s undertakers so busy, but they'll 
work especially well with the latest round 


of weapons, shootout reactions, 
and cheatin’ cards. Ranger decks 
will also see a lot of the two most 
pugnacious actions in the game, 
Massacre at High Noon and Any | 
One of Ya! Massacre is a noon job 
that turns any location into a free- 
for-all shootin’ gallery that anyone 
can join. If the job is successful, 
every opposing dude at the location is 
aced. Any One of Ya! is the ultimate do- 
or-die showdown card: dare your oppo- 
nent to start a one-on-one shootout in 
‘Town Square between your chosen dude 
and any one of theirs. If they don’t accept 
your challenge, you get a victory point. 


Bad News for 
Scary Monsters 


The arrival of the 
Agency is by far the 
worst development to hit terrors since the 
game began. Led by the Ghost (I wish I 
had a penny for every time I thought I 
recognized that face), the Agency fields a 
collection of the toughest hombres this 
side of Black Jack himself, and just about 
every one of them hoses Terrors. Sister 
Mary Jebediah is a dangerous nun who 
can't be targeted by terrors, Josef Nicolai 
Rocescu becomes a 4 stud when he faces 
abominations, and Cort Williams can 
just plain kill any terror as a shootout 
action. Undercover agent Johnny Quaid 
and government cleaner Mr. Slate don't 


specifically pick on ter- 
rors, but as 2- and 4-stud 
bullets, respectively, they 
_ can pretty much pick on 
anyone they like. lo 
round out the Agency’s 
status as complete and 
total terror predators, 
their Outfit’s ability 
allows the Agency player to take a victory 
point at nightfall for every terror they ace 
and keep in Boot Hill. 

Expect to see lots of collaboration 
between the Rangers and the Agency: 
tough guys and gals who make terrors 
tremble only need to find the right mix of 
supporting actions and events to be nigh- 
unstoppable. The Agency will also blend 
well with the Sioux Nation (especially 
the experienced version of Little Run- 
ning Bear), now that Episodes 7-9 have 
given the Nation the last few spirits it 
needs to measure up magic-wise to the 


@ Whateleys and the Flock. 


Can | Offer You a 
Wafer-Thin Mint? 


There’s a lot more in Episodes 7-9 than 
one man can cover in one article. 
Besides all the intrigue mentioned 
above, there’s the shootout domination 
of an experienced Black Jack armed 
with Jack’s Left and Right Shooters, 
the supreme hucksterism of an experi- 
enced Nicode- 
mus Whateley 8 ; 
toting Nicode- 
mus Deck, 
and the sheer 
intimidation of 


anyone carrying 

Stoker's Sabre. on 
‘Seeger. 

There’s a flood of owned Pach Dlaverselecn”! B 


helpful blue-chip 
deeds, a reason- 
ably priced lycan- 
thrope (at last!), and, most disturbingly, a 
trio of sobering event cards with scenes 
that convey the brutal death of Gomorra’s 
hope. Dig into Doomtown now, because 
youre going to need time to digest it all 
before Episode 10 hits the shelves and the 
fun starts all over again. 
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OON, every- 


where you go, 


you will see 
monsters. Big 
monsters, little 
monsters, and 
medium monsters. Monsters that look 
like the black sheep of the Hello Kitty 
family. They are the pokémon, and they 
are invading America. 

The pokémon (also known as Pocket 
Monsters in their native Japan) laid the 
foundations of their plan to conquer 
the world in 1996 by appearing in a 
bestselling Game Boy title in Japan. So 
far, this video game has sold 
more than eight million 
units, which led to the cre- 
ation of the highest-rated 
kids’ cartoon in the Japan- 
ese market. The incredible 
success of those two prod- 
ucts has spawned music 
CDs, toys, a feature film, 
and truckloads of other 
merchandise in the land 
of the rising sun. 


Jillian Venters wont be happy until she 
has a menagerie of real-life pokémon 
ving in her desk drawers. Until then, 
she must be content with her scrappy 
and vicious fanged bunny, Clovis. 
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The Pokémon Are Happy to See You 


Sic ‘Em! 

The idea behind Pokémon is a little 
like anime 
pocket monsters pummel each other 


cockfighting: trained 
with a wide variety of attacks, from 
lightning bolts to poison stingers. In 
the Game Boy game, the player (who 
is, of course, the “trainer”) has to find, 
capture, and train the pokémon— 
more than 150 types—that roam the 
world, then pit them in battle against 
other monsters (trained by another 
human master). 

In Japan, there are three versions of 
the Pocket Monsters title: red, blue, 
and green. The three variants all take 
place in the same game world, but the 
positioning of items and the rarity of 
the different monsters are not always 
the same. In a red Pokémon game, 
one of the monsters might be hard to 
find, while the same monster 

may be common in the 
green game, and not 
exist at all in the blue 
variant. The idea was that 
players who wanted to get 
all 150 monsters would 
have to trade with others 
who had different versions 


of the game. 

The North American release of the 
Pokémon Game Boy game runs along 
the same lines: 150 monsters in 15 dif- 
ferent categories. Each category will 
be based on a specific characteristic or 
element, such as water, fire, flora, and 
so on. But there will be only two dif- 
ferent versions of the game, red and 
blue, and not all the monsters will be 
on any one Game Pak. To collect all 
150 monsters, you have to trade 
(natch). 

The other interesting twist to the 
game is the customizing feature. A 
player can customize various pokémon 
by training the monsters differently as 
they grow and evolve. For example, 
two fire-breathing Charmanders may 
end up with very different skills and 
abilities by the time they evolve into 
their most powerful forms. 


Look! No Seizures! 


The animated series follows a similar 
vein. A young boy discovers a strange 
little creature, befriends and tames it, 
then starts sending it into combat with 
other children’s pokémon. His quest? 
To become the greatest pokémon 
trainer in the world, of course! 

The original Japanese Pocket Mon- 
sters series made worldwide headlines 
when Japanese children became 
afflicted with seizures while watching 
the original cartoon, seizures caused by 
the rapidly strobing lights that were 
part of the animation effects. (The 
American version of the series omits 
the strobing effects, and the Japanese 
shows were yanked from airplay for re- 
editing.) 


Pokémon spun off myriad 
product tie-ins in Japan that 
will be brought over to the 
United States, but one in par- 
ticular deserves mention here. 
Care to guess what that prod- 
uct is? Well, youd be right if 
you said toys, but the big news 
around here is the trading card 
game. [hat’s right, a trading 
card game. 


Monster Cards 
The setup of the Pokémon 


trading card game is very sim- 
ilar to that of the Game Boy 
game. You and your opponent 
are both pokémon trainers, 
and youre battling to prove 
who's best. Each player has a 
deck of 60 cards. After shuf- 
fling, you draw and set aside 
six cards-—those are each 
player's prize cards. If your 
pokémon wins a fight, you get 
to claim one of your prize 
cards. If you're first to collect 
all your own prize cards, you 
win the game. You can also 
win by causing your opponent 
to run out of deck cards. 

You can have several poké- 


mon on the playing field at the 
same time, but only one is 
your active pokémon, ready to 
fight that round. Other cards 
enable you to evolve your 
monster up the long ladder to 
the next stage of pokémon- 
hood. To make your pocket 
monsters evolve, you must 
have a set of a specific monster 
and its matching Evolution 
card. They grow in stages: 
Basic Pokémon can use the 
Stage 1 Evolution card (which 
can only be played on a Basic 
Pokémon), and then you pro- 
ceed to the Stage 2 Evolution 
card (which can only be 
played on a Stage 1 Evo- 
lution card). You can’t 

_ skip steps and play a 
Stage 2 Evolution 
card on a Basic Poké- 


- Stage 1, then your little 
proto-Vulpix doesn’t get 
to move up the evolution- 
ary ladder. In this world, a 
pokémon must evolve, or get 
beaten by a bigger, more pow- 
erful pokémon. 
One important type of card 
is the ¢rainer card, the Poké- 
mon version of a Magic 
instant. Each trainer card can 
be played once to perform a 
certain action, such as sending 
a gust of wind to tip over an 
opponent’s pokémon, or giv- 
ing first aid to an injured 
pocket monster. 


Pocket Powers 

Many different pokémon have 
special powers that can be 
used before attacking, but the 
player must have the correct 
energy card for that pokémon. 
The basic energy cards are 


Fighting, Fire, Grass, Light-_ 


ning, Psychic, and Water. Use 
them wisely, for an energy 
card can only be played once a 
turn. 

Some pokémon have either 
a weakness against or a resis- 
tance to other pocket mon- 
sters. Hor example, that 
Charmander I mentioned ear- 
lier has a weakness against 
Water Pokémon. Therefore, 
when in combat against a 
Water Pokémon like the 
Gyarados (a fierce sea ser- 
pent), the Charmander takes 
double damage. Conversely, 
any pokémon takes less dam- 
age when fighting against a 
pokémon to which it has resis- 
tance. 


Most 


of the pokémon 
attacks inflict a standard 10 
points of damage, which you 
represent by putting a damage 
counter on the card. Ifa poké- 
mon receives damage counters 
equal to its hit points, it goes 
to the discard pile. (Pokémon 
never die, they just go away. 
That's an important thing to 
remember about _ these 
omnipresent monsters that are 
taking over the world—shey 
don't ever die.) 


Monsters First 

The first thing you're likely to 
notice about the pokémon is 
that many of them seem a 


touch cute. They are based on 
Japanese anime, so stylistically 
a lot of the basic pocket mon- 
sters look like fierce stuffed 
animals with a weird combi- 
nation of big-eyed charm and 
snarling monster attitude. If 
that doesn’t sound like your 
cup of tea, remember that they 
don’t stay that way for long, 
and a lot of the pokémon skip 
the adorable phase altogether. 
The Blastoise, a nasty Water 
Pokémon, comes with twin 
rocket launchers on his cara- 
pace and looks like Gamera’s 
first cousin. The Onix is a 


400-pound giant snake made 
out of rocks. The Charizard 
resembles your basic AD&D- 
style dragon and has fierce 
fire-based powers. Some of 
them are even a little creepy. 
The Tangela is a Grass Poké- 
mon that resembles a cross 
between the Swamp Thing 
and Cthulhu. 

The Pokémon invasion has 
begun, and it’s only a matter of 
time before the pocket mon- 
sters get you, too. Don't be 
fooled by their size—remem- 
ber, size matters not. The 
pokémon are in the game to 
fight, and they're scrappy and 


vicious combatants. @ 
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by S. Micah Zdunich 


nlike a lot of things in life, 
computer games have con- 
sistently gotten nothing but 
better. Modern PC titles 
run faster, look prettier, 
spew more blood, and kick 
butt harder with each generation. That’s 
not to say, however, that there isn’t money 
to be made by taking a classic game and 
lifting it up to the level we now expect. 
Westwood Studios has taken this idea to 
heart with a remake of one of its founding 
titles, Dune II. Dune 2000, upgraded for 
the millennium, adds all the nice little 
touches we have come to demand from 
our games without sacrificing any of the 
charm or game play of the groundbreak- 
ing original. 

Dune II, for anyone who doesn't 
remember, was released back in the dimly 
remembered days of 1992. It was an 
ancestor of the real-time strategy genre, 
one of the first games to combine unit 
construction, building, and combat into 
one reasonably seamless interface with 
cool perks like real voices and slick graph- 
ics (for its day). 

The premise of Dune 2000 is essen- 
tially the same as the original, though 
great care has been taken to flesh out the 
plot via various cut-scenes and cinematic 
sequences. he ruler of the known uni- 
verse, the Padishah Emperor Frederick 
IV, has issued a challenge to three Great 
Houses of the Empire—the noble Atrei- 
des, the evil Harkonnen, and the devious 
Ordos. Each House is cordially invited to 
venture to Arrakis (also known as Dune) 
and compete for the mining rights of the 
most precious commodity in the universe, 


S. Micah Zdunich once had a 
dream he was riding a sandworm, 
but woke up to find he was still 
stuck in that Turkish prison. 
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Ou Again 


Westwood remakes a classic strategy game 


the geriatric spice melange. Although the 
original competition consisted of a tiered 
series of Rock-Paper-Scissors tourna- 
ments, the Houses eventually decided it 
would be more fun to kill each other. 

Your journey begins on the Emperor’s 
highliner en route to Arrakis. You are a 
guest of the Lady Elara Moray Trieu, a 
Bene Gesserit Truthsayer and the Bound 
Concubine of the Emperor. It is the feel- 
ing of the Bene Gesserit Order that you 
may, in fact, be the warrior of the 
Prophecy. Now I know what you're think- 
ing—‘It can’t be me!’”—but trust me, just 
surrender to the story and it’s a lot more 
fun. After choosing allegiance to one of 
the three aforementioned Houses, you're 
on your way. 

The missions start out easy and become 
quite challenging by the end of the game. 
Cinematic sequences between each mis- 
sion provide exposition for the story and 
expose plans-within-plans that are the 
bread-and-butter of the Dune milieu. 

Game play is about what youd expect 
from a real-time strategy game. Through 
the use of harvester units, you reap the 
spice anywhere you can find it. Harvesting 
creates revenue for the construction of 
your base. Typical buildings include 
refineries, barracks for producing troops, 
factories for producing mobile units, out- 
posts for surveillance, and starports that 
allow you to simply purchase units when 
construction is not feasible or convenient. 

Military units are much the same as in 
the original. Foot soldiers come in the 
form of light infantry, troopers, sardaukar, 
and engineers. Mobile units include 
trikes, quads, missile tanks, and the 
dreaded siege tanks. Each individual 


House receives specialty units as the sto- 


ryline progresses. If you've played the orig- 
inal, you'll recognize all of them. If you 
haven't, I won't spoil the surprise. 
Westwood made it clear that Dune 
2000 is a remake of Dune II, not a sequel. 
Players of the original will find play basi- 
cally unchanged, but the interface has been 


Westwood’s Dune2000 


cleaned up considerably. Units can now be 
box-selected instead of the finger-busting 
single unit selection of the original. The 
overall balance of the game has also been 
improved. Certain units are now better 
suited against others, with the end result 
that you'll find yourself using basic units 
all through the game instead of dropping 
off the old when new ones become avail- 
able. The graphics are greatly improved, of 
course. Dune has never looked so good. 
The largest upgrade is the inevitable inclu- 
sion of a multiplayer mode. Dune 2000 
will support up to four players competing 
over the Internet for domination of the 
spice fields. 

Dune 2000 is an excellent remake of a 
classic game. Whether this will be enough 
to secure it the same reputation Dune II 
earned, only the consumer can say. 
Arguably, there are better RT'S games on 
the market, but few games so aptly encap- 
sulate such a rich and compelling world. 


Final Fa 


Graphics: Grim. Even thoug 
distinctly cartoonish, you. 
that you're on a miserab 

Storyline: Deep. Almost from 
the story, you know wha 
most of your actions 
toward accomplishing 

Monsters: Psychedelic. Th 
well have been indulging 
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Strange stuff is everywher e, 
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I fight this new foe” feeling q 
it’s “kill the weird thing and 

Magic: Special. Objects called “ 

magic ability that you can 

swap. You don't train the 
so much as you train th 
tem, but it’s kind 
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depressive (emphasis 
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Saving the Game: Re 
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especially whe 
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sound effects and you 
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=) Might & Magic 


Graphics: Goofy. Watching the looks on your 
character’s faces as they endure many dif- 
ferent types of pain and mental anguish is 
a hoot. 

Storyline: Broad. There a zillion quests to do, 
but almost nothing you do on Monday has 
any effect on what happens Tuesday. The 
main quest is to talk to the Oracle, but 
that’s really incidental to most of your 
characters’ actions. 

Monsters: Basic. Every “classic” monster is 
here, in quantity. While some might say 
this indicates a lack of imagination, there’s 
a distinct pleasure in crushing dragons and 
liches and goblins—that’s why you get to 
do it in so many games! 

Magic: Typical. You know the drill: Sorcerers 
have offensive spells, priests have healing, 
and “splinter” classes have some combina- 
tion thereof. You need to buy the spell, 
and train the character, for magic to be 
effective. 

Realism: Nil. Wipe out a village, and it'll 
come back in no time with almost no 
repercussions. You can teleport all over 
the place, but somehow the royal family 
(especially the queen and king) cannot. 
M&M VI is out for a good time, so nit- 
picky details like this get overlooked. 

Roleplaying: Violent. The only real “character 
development choice” you make is whether 
to fry the dragon or freeze it. 

Saving the Game: Standard. You can save 
when you want, where you want, as often 
as you want. It feels good. 

Sound: Solid. Every noise is there, and it 
usually sounds like it should. While the 
“Hello,” “How are ya,” and “Good day” 
dialogue (and I use that word loosely) 
does get old, it sure beats nothing. 

Puzzles: Good. If you don’t mind a slugfest 

every now and then, none of the puzzles 

are set at the “unfair” difficulty level. 


FF VII isn’t a bad game at all, but its console roots run a little too deep. There’s a good game in here, 
with a nice, unique story, but ultimately Final Fantasy VII has a lot of little quirks that can rub a PC 
gamer the wrong way. Definitely an acquired taste. Might & Magic VI, on the other hand, is simply 
awesome. It has some laughs, but there are funnier games. The graphics are pleasing, but there are 
prettier games. The interface is slick, but there’s nothing innovative about it. The real standout detail 
of Might & Magic VI is its incredible size—and in RPGs, bigger is better. 

Ca FF VII loses to hometown favorite M&M VI in a unanimous decision! 


J 


Two great games look 
to dominate the RPG 
genre these days—and 
both are from venerable 
lines that have been 
‘sequelized” nearly to 
death. New World’ 
Might & Magic series 
has been on the PC in 
one version or another 
for a decade, while 
Final Fantasy VII by 
Eidos Interactive is a 
port” from the Sony 
PlayStation, where it set 
all sorts of sales records 
(and at this writing, 
Final Fantasy VII 1s 
in the works). So the 
question 1s: can a 
bestselling console game 
like FF VII compete 
against top-of-the-line 
PC fare on MSM'°s 
home turf? 


Rick Moscatello isn't 
asleep—he's just having 


another angst-ridden 
flashback. 
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Inside the Industry 


Wish 
List 


compiled by 
Jillian Venters 


It’s that time of year again. City streets and shopping 
malls sit covered in strings of twinkling lights and Styrofoam snow, 
while calendars for 1999 are marked down 50 percent. Surly 
teens across the country hope to make a bit of spare cash by don- 
ning a green-and-red elf costume that comes with its own jingle- 
bell hat. Yes, the holiday season has crept up on us once more. 

If this year's holiday extravaganza is similar to those of years 
past, most people look at that holiday shopping list with under- 


standable concern. Just what should you get for your friends, loved 
ones, and passing acquaintances? Could you get away with buy- 
ing a bulk lot of those Whitman's Holiday Chocolate Samplers and 
just handing them out indiscriminately? Probably not. 

Fortunately for you, dear readers, Santa's lil helpers here at 
Wizards of the Coast and The Duelist can help you out! Take a look 
at what we want for the various holidays in our lives—you're bound 
to find something for those hard-to-shop-for friends and relatives. 


Peter Adkison 


Wizards of the Coast CEO 


* To gather all the adventure gamers in the 
world for a big group hug and a kum-ba- 
ya singalong. 

Obviously, someone has switched Peter's 

coffee to decaf... 

«To take a ride on one of those huge 
three-masted sailing ships from the 
1800s, like the USS Constitution, and 
climb up into the crow’s nest. 

* A whole day of doing absolutely nothing. 

#A marathon roleplaying session. 

Another idea that falls into the “costs time rather 

than money” category is to organize a day of gam- 

ing for your friends; you GM the games and take 
care of the organizational details, allowing them to 
just hang out and play. 

»A big party with all of my close friends 
and family. 


Eric Cagle 

Wizards of the Coast Technical Support 

*Two Kevin“Mage” Matchstick action 
figures—so I can play with one and leave 
the other in the packaging! 

#Jay and Silent Bob action figures— 
“Snootchie Bootchies!” 

Jay and Silent Bob fans, don’t forget the Clerks 

Christmas Special comic book available now. 

Really! 


Jillian Venters would like to know if she can 
give back the jingle-bell hat, but keep the 
pointy boots from the elf costume. 
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» Mystery Science Theater 3000 tapes—l 
honestly can’t watch enough MST3K. 

«Milk and Cheese magnets!—l secretly 
desire to be a Wedge of Spite. 

*The new Space Marine Command 
Squad box for Warhammer 40,000— 
one can never have enough toys made of 
lead (okay, pewter). 

# While I’m at it, the new Third Edition 
Warhammer 40,000 box—even though 
I have all the miniatures that I could 
ever paint in one lifetime, this is still zoo 
cool. 

For the Warhammer 40,000 addicts in your life, 

painting supplies are always a good gift idea. Or 

make them very, very happy by painting the minis 
yourself. 

«The Aleister Crowley Tarot deck and the 
Aquarian ‘Tarot. 

# Call of Cthulhu: Delta Green—l've heard 
really good things about this supplement 
and would love to play a modern-era 
Cthulhu campaign soon. 

For the Lovecraft fan on your list, think Call of 

Cthuihu sourcebooks and Arkham Asylum coffee 

mugs and T-shirts; heck, get ‘em toy plastic squid 

so they can play Rise of the Deep Ones in the tub! 


Cory Herndon 

Industry Editor The Duelist 

#A ticket to the premiere of Star Trek: 
Insurrection and an eighth season of Deep 
Space Nine. Dont let the sun go down on 
Bajor! 

One should never have a problem thinking of gifts 

for Star Trek fans. Videos, action figures, cos- 

tumes, and Spock ears spring to mind... 

# Tomb Raider III, purely for review pur- 
poses, of course. 


Everyone out there knows about the new Lara 

Croft action figure, right? Lara has limited articula- 

tion, is ¥ tall, and comes with a fully detailed dis- 

play hase. 

# The head of Marilyn Manson on a plate. 
Do need a reason? 

Or you could go for something less messy and 

much, much cooler: the McFarlane Toys KISS Psy- 

cho Circus action figures and comic books. 

«The Star Wars: Rogue Squadron PC 
game, sO i can stay on target... Stay... 
On... target... 

+A few boxes each of Star Wars CCG: 
Special Edition and Star Trek CCG: The 
Dominion. These will really help with 
my “anger therapy.” 

#A date with Twiki’s girlfriend Tina— 
boody boody boody! 

* Doomtown episodes 7-9 and beyond, 
so I can call out them no-’count yella- 
bellied varmints at Five Rings. 

If you want to help your friends expand their hori- 

zons beyond cardslingin’, check out Pinnacle 

Entertainment’s Deadlands RPG. The River of 

Blood boxed set, for example, rolls players down 

the mighty Mississippi with riverboat gamblers, 

voodoo, and other denizens of the Weird West. 

* Steak. 

Calling all steak lovers! If it had parents, Omaha 

Steaks sells tasty pieces of it, ready to cook, at 

www.omahasteaks.com. [ell ’em 

Cory sent you. Please. 


Will McDermott 


Executive Editor, The Duelist 

# Two more boxes of Urza’s Saga (to go 
with the two I already have) to give me 
a reasonable chance of getting a com- 
plete set. 


» Return to the Tomb of Horrors boxed set. 
The original was just about the best 
AD&D product ever made and this one 
is better, since you get the original Tomb 
of Elorrors and Return in the same box! 

#The AD&D Core Rules CD-ROM. 
Roleplaying and computer software—a 
natural mix for the ultimate gaming 
goob. 

Got a jones for roleplaying? Other cool potential 

gitts include the Greyhawk: The Adventure Begins 

adventure or the Player's Guide to Greyhawk for 
those who want te play in an old-school AD&D 
manner. If you're looking io spread your affliction, 

Wrath of the Minotaur is an adventure designed to 

introduce new players to the game. Make nostalgic 


__ players happy and convert friends who don’t role- 


play (yet) in one fell swoop! 

»Alternity stuff—Arms and Equipment 
Guide, Dataware, and The Lighthouse. 
That ought to be just enough back- 
ground material to equip and play my 
future persona—or turn other PCs into 
space dust. 

Its a sate bet that Alternity fans would also be 

pretty happy to get an Alternity Campaign Kit, 

which includes a four-panel gamemaster screen, 
hero sheets, starship record sheets, and lots more. 

*Starship Titanic—a computer game 
based on a little slice of The Hitchhiker's 
Guide to the Galaxy. And Douglas 
Adams created it himself! Need I say 
more? 

* The Tick Omnibus—#3 ox higher. I have 
the first two, which detail the big blue 
guy’s appearance and his loathing of the 
so-called “man of steel.” I crave more. 

Of course, at your local comic shop you'll find all 

sorts of Tick goodies—T-shirts, watches, action 

figures, and spoons! 

«An extra day of the week. This glorious 
day, to be dubbed “Willsday,’would give 
me time to play all these games and 
maybe take my kids to the park. 

While it’s a bit off the wall, it's always a nice ges- 

ture to offer to do something for a friend so he or 

she can have some free time to relax. Whether it’s 
babysitting, cooking dinner, or washing the dog, it’s 
the thought that counts. 


David Noonan 
Magic Compendium Editor, The Duelist 


% Urzas Saga—the more, the better. It’s 
always good to start out a new card 


cycle and a new suitcase at the same 
time. 

Sensing a trend here? Well, itis an obvious sug- 
gestion. Magic cards are almost always a wel- 
come gift. If you think your friends have enough 
cards for now, though, you can always go for 
accessories: card binders, life counters, card 
boxes, and even statues are available at finer retail 
gaining establishments. 

Dune TCG boosters. Any game in 
which you can kill both Sting and Kyle 
MacLachlan automatically qualifies as a 
good game. 

Specifically, Dune fans will want to stock up on the 

latest expansion, Thunder at Twilight. 

* StarCraft, Myth II: Soulblighter, and Age 
of Empires. My computer is crying 
“Feed me, Seymour!” 

A complete collection of The Prisoner 
videotapes so I can see for myself how 
the series ends. Don't try to blurt it out, 
I can’t hear you—La la la la la la la... 

+ The Unknown Armies RPG. Described 
as “Foucault’s Pendulum directed by John 
Woo,” this game was previewed at GEN 
CON and promises to be a winner. 

*Live-action RoboRally, especially the 
“Cannery Row” section—| always wanted 
to live in a Warner Brothers cartoon. 

Someone to tune my L5R Dragon 
deck. Everyone else is Musashi, and I’m 
still Arnold from Happy Days. 

#Someone to paint my Warhammer fig- 
ures for me. Ask Warhammer players 
how many unpainted figs they have, and 
you ll reduce them to tears. 

# Guy Gavriel Kay to write another book, 
and fast. It’s been three years since Lions 
of Al-Rassan. Get back to work, man! 

Actually, Guy has a new book called Sailing to 

Sarantium, but it is only available in Canada until 

March. You could always pre-order it for a good 

friend. 


Jillian Venters 

Duelist Writer and gothic.net’s “Goth Miss Manners” 

# Vampire: The Masquerade 3rd Edition, 
because I’m feeling all nostalgic about 
the game that made otherwise normal 
people think they were goth.” 

White Wolf Games fans would also be happy to 

unwrap Vampire: The Dark Ages, Mage: The 

Ascension 2nd Edition, or Tales of Magick |: Dark 

Adventure Chronicle Guide. Of course, if the White 


Wolf gamers you know lean more toward the live- 
action roleplaying side of things, you could always 
get them new sticks of black eyeliner. 

«The collected set of Buffy the Vampire 
Slayer episodes, because it’s one of the 
best shows on TV. And I’m still waiting 
for a Giles action figure. 

Buffy fans are almost as easy to shop for as Star 

Trek fans: T-shirts, books, watches, and pins are 

just a few of your gift options. There's still no word 

on the rumored action figures, though... 

«An assortment of Doomtown boosters 
and starters, because I’m married to a 
raving Doomtown fan who can't be con- 
tent with just painting the cards. 

«A complete set of Pokémon—cute little 
monsters that you make fight each 
other!” 

Pokémon has its own universe of tie-in merchan- 

dise. There’s the Game Boy game, videos of the TV 

Shows, and all sorts of imported toys from Japan 

(not to mention the TCG; see the preview on page 

88). Check out comic shops that specialize in 

anime. 

* Nightmare before Christmas toys! | must 
have them all to complete my collection 
or I will sing “This Is Halloween” over 
and over until I drive my coworkers 
mad. 

A Japanese company recently got permission to 

reproduce all of the original NMBC toys and action 

figures for distribution in the United States. These 
should also be available at most specialty comic 

Shops. 


So there you go—a whole bunch of 
suggestions from people you can trust in 
the gaming industry. You might also go to 
your friends’ favorite comic or games 
store and ask the staff what sort of things 
your pals have been eyeing. 

Don’t let the occasionally frenzied pace 
of the holidays throw you into chaos. 
Remember, the important thing is to find 
time to spend with the people who mean 
the most to you. Presents are just perks, 
but they’re perks that you can make even 
more special with some extra thought and 
effort. While simplicity is nice, don't give 
in to the idea that everyone wants a mug 
emblazoned with a photo of you and 
Santa—that leads to thank-you notes 
that are an exercise in veiled frustration. 


Happy holidays, everybody! 
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THE AUTHORITATIVE SOURCE FOR MAGIC: THE GATHERING CARD TEXT 


ORGANIZATION 


The Duelist Oracle is divided by color and 
alphabetized within each color. We pre- 
served the summon type of the card 
because this is important for many cards. 
The expansion(s) the card has appeared 
in is listed after each card, and a card 
type and expansion key is on the bottom 
of every page. Finally, some cards have 
italicized text following the card text, 
which is the associated Oracle ruling or 
clarification for that card. 

Reminder text appears on many cards 
to cover game mechanics specific to that 
card. This glossary covers all the 
reminder text on the cards within The 
Duelist Oracle. Creature abilities covered 
under the basic rules, such as flying or 
trample, are not listed here. 


Buyback x 

You may pay an additional * when you 
play this spell. If you do, put it into your 
hand instead of your graveyard as part of 
the spell’s effect. 

Buyback—ACTION 

You may DO ACTION in addition to any 
other costs when you play this spell. If 
you do, put SPELL into your hand instead 
of your graveyard as part of the spell’s 
effect. 


ACTION covers any action that is not a simple 
payment of mana, such as sacrificing a land 
or choosing and discarding cards. SPELL is 
the card with the buyback mechanism. 


Cycling x 

You may pay & and discard this card 
from your hand to draw a card. Play this 
ability as an instant. 

Echo 

During your next upkeep after this per- 
manent comes under your control, pay its 
casting cost or sacrifice it, 

Landwalk 

If defending player controls any LAND- 
TYPE, this creature is unblockable. 
Landhome 

If defending player controls no LAND- 
TYPE, this creature cannot attack. If you 
control no LANDTYPE, bury this creature. 


LANDTYPE covers types of lands, such as 
island for Islandhome, or Snow-Covered 
Forest for Snow-Covered Foresthome. 


Shadow 
This creature can block or be blocked by 
only creatures with shadow. 
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5TH EDITION | TEMPEST | STRONGHOLD | EXODUS | URZA’S SAGA 


Its not your eyes—this month’ Oracle is the same as last months. Starting with Duelist #34, youl/ 


find the latest rules and errata on the Standard environment here. After appearing in the Magic 


Compendium, many of the more intricate explanations will be ‘etired” to The Duelist Oracle, 


where you can find them every month. 
In keeping with our fifth anniversary coverage, this months “factoids” are classically themed. Our 


¢< 


search for interesting facts began with Alpha and the early expansions. 2 ifter many encounters with 
Wizards of the Coast veterans—Richard Garfield, Peter Adkison, Jesper Myrfors, and many 
more—we uncovered some interesting stories. 
In the future, wed like to add other tournament formats to The Duelist Oracle. There are tenta- 
tive plans for an Extended Duelist Oracle, which would literally be an extension. So as not to inter- 


fere with the Standard Oracle, it would occupy its own section, listing all the cards that are legal in 


Extended but not legal in Standard. Send your comments and suggestions to: Vhe Duelist Oracle, 
PO. Box 707, Renton, WA 98057-0707 or email <superskrull@wizards.com>. : 


Title Type P/T Cost 


| ARTIFACTS | 


Aladdin's a Art 8 
8, ©: Aladdin’s Ring deals 4 damage to target crea- 
ture or player. 5E 
Altar of Dementia Art @ 
Sacrifice a creature: Target player puts a number of 
cards equal to that creature's power from the top of 
his or her library into his or her graveyard. TE 
Amulet of Kreog Art 2 
2, ©: Prevent 1 damage to any creature or player. 
5E 


Ankh of Mishra Art 2 
Whenever a land comes into play, Ankh of Mishra 

deals 2 damage to that land’s controller. 5E 
Ashnod’s Altar Art 3 


Sacrifice a creature: Add two colorless mana to your 
mana pool. Play this ability as a mana source.  5E 


Ashnod’s Transmagrant Art 1 
®, Sacrifice Ashnod’s Transmogrant: Put a +1/+1 
counter on target nonartifact creature. That creature 
becomes an artifact creature permanently. 5E 


Barbed Sextant Art 1 
1, ©, Sacrifice Barbed Sextant: Add one mana of 
any color to your mana pool. Play this ability as a 
mana source, Draw a card at the beginning of the 
next turn. 5 


Barl’s Cage Art 4 
3: Target creature does not untap during its con- 
troller’s next untap phase. 5E 


Barrin’s Codex Art 4 
During your upkeep, you may put a page counter on 
Barrin’s Codex. 4, ©, Sacrifice Barrin’s Codex: 
Draw X cards, where X is the number of page coun- 
ters on Barrin's Codex. US 


Battering Ram ACW 2 
Banding when attacking. If Battering Ram is blocked 
by any Wall, destroy that Wall at end of combat *7his 
ability triggers when a block is established, though it isn't 
played until end of combat. 5E 


Booh timp Art 6 
When Booby Trap comes into play, name a card other 
than a basic land. Whenever target opponent draws 
any cards, he or she reveals those cards to all play- 
ers. If any of those cards is the named card, sacrifice 
Booby Trap and it deals 10 damage to that player. TE 


Bottle Gnomes AC 13 3 
Sacrifice Bottle Gnomes: Gain 3 life. TE 
Batile of Suleiman Art 4 


1, Sacrifice Bottle of Suleiman: Flip a coin. If you 
lose the flip, Bottle of Suleiman deals 5 damage to 
you. Otherwise, put a Djinn token into play. Treat this 
token as a 5/5 artifact creature with flying. 5E 
Bullwhi Art 4 
2, ©: Bullwhip deals 1 damage to target creature. 
That creature attacks this turn if able. SH 
Cathodion AC 3/3 3 
When Cathodion is put into a graveyard from play, 
add three colorless mana to your mana pool. US 


Title Type Cost P/T 


"Chimeric Staff rt 4 


%: Chimeric Staff is an artifact creature with power 
and toughness each equal to X until end of turn. US 
Citanul Flute Ar 5 
&, &: Search your library for a creature card with total 
casting cost no greater than X. Reveal that card and put 
it into your hand. Shuffle your library afterward. US 


Claws of Gix Art 0 
1, Sacrifice a permanent: Gain 1 life. US 
pag Statue AC 3/1 4 
2: Regenerate Clay Statue. 5E 
Clackwork Beast AC 0/4 6 


When Clockwork Beast comes into play, put seven 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Beast attacked or blocked, remove 
one of these counters. &, ©: Put X +1/+0 counters 
on Clockwork Beast. You may have no more than 
seven of these counters on Clockwork Beast. Use this 
ability only during your upkeep. * The creature loses a 
counter at the end of combat even if it was removed 
from combat for some reason or didn’t deal combat 
damage. If it somehow attacks and blocks in the same 
combat, it loses only one counter. 5E 


Clockwork Steed AC 0/3 4 
Clockwork Steed cannot be blocked by artifact crea- 
tures. When Clockwork Steed comes into play, put 
four +1/+0 counters on it. At the end of any combat 
in which Clockwork Steed attacked or blocked, 
remove one of these counters. X, <: Put X +1/+0 
counters on Clockwork Steed. You may have no more 
than four of these counters on Clockwork Steed. Use 
this ability only during your upkeep. ¢See Clockwork 
Beast for related rulings. 5E 
Coat of Arms Art 5 
Each creature gets +1/+1 for each other creature in 
play of the same creature type. (For example, if there 
are three Goblins in play, each of them gets +2/+2,) EX 


Coiled Tinviper AC 2A 3 
First strike. TE 
Cold Storage Art 4 


3: Remove target creature you control from the 
game. Sacrifice Cold Storage: Put into play under its 
owner's control each creature removed from the 
game with Cold Storage. 

Colossus of Sartia AC 9/9 9 
Trample. Colossus of Sardia does not untap during 
your untap phase. 9: Untap Colossus of Sardia. Use 
this ability only during your upkeep. 5 
Copper Gnomes AC 1 2 
4, Sacrifice Copper Gnomes: Choose an artifact card 
in your hand and put that artifact into play. US 
Coral Helm Art 3 
3), Discard a card at random: Target creature gets 
+2/+2 until end of turn. 5E 
Crown of the Ages Art 2 
4, ©: Move target local enchantment from one 
creature to another. Crown of the Ages isn’t limited 
to moving creature enchantments, but moves 
enchantments from one creature to another. 5E 
Crystal Chimes Art 3 
3, ©, Sacrifice Crystal Chimes: Return all enchant- 


Title Type Cost P/T 
ment cards from your graveyard to your hand. US 


Crystal Rod Art p 
1: Gain 1 life. Use this ability only when a blue spell is 
successfully cast and only once for each such spell. SE 


Cursed Serall Art © 
3, ©: Name a card. An opponent chooses a card at 
random from your hand. If he or she chooses the 
named card, Cursed Scroll deals 2 damage to target 
creature or player. ¢Cursed Scroll’s ability requires 
you to reveal the card your opponent chooses to all 
players, °Selecting “an opponent” is not a targeted 
effect, but must be done when the spell is cast or the 
ability is played, as appropriate. Effects that prevent or 
redirect spells or abilities targeting a player cannot 
affect which opponent is selected. T 


Dancing Scimitar AC 15 ® 
Flying. 5E 
Diabolic Machine AC 4/4 2 
3: Regenerate Diabolic Machine. 5 

Dingus E Art @ 


Whenever aa is put into any graveyard from play, 
Dingus Egg deals 2 damage to that land’s controller. 
ff more than one land is put into the graveyard at 
the same time, play the ability once for each land, To 
prevent all of the damage with CoP: Artifacts, pay 2 
for each land that was put into the graveyard. «This 
ability will trigger even if Dingus Egg is put into the 
graveyard at the same time as the land(s). 5E 


Disrupting Scepter = Art 3 
3, ©: Target player chooses and discards a card, 

Use this ability only during your turn. 5E 
bee Blood Art 3 
3, ©: Put a +1/+1 counter on target creature. US 
Dragon Engine AC 1/3 3 
2: Dragon Engine gets +1/+0 until end of turn, SE 


Echo Chamber Art # 
4, ©: Target opponent chooses target creature or 
creature token he or she controls. Put a token crea- 
ture into play and treat it as a copy of that card or 
token. The token creature is unaffected by summon- 
ing sickness this turn. At end of turn, remove the 
token creature from the game. Play this ability as a 
sorcery. *See Cursed Scroll for related rulings. TE 


Elkin Bottle Art 3 
3, }: Remove the top card of your library from the 
game, face up. You may play that card as though it 
were in your hand, At the beginning of your next turn, 
put into your graveyard the card removed from the 
game with Elkin Bottle if you have not played it. »7his 
ability is not a draw effect. Effects that trigger when a 
card is drawn will ignore the use of Elkin Bottle’s abili- 
ty. *The card that's removed from play is removed at 
the beginning of the appropriate turn. The card is 
maintained by the Bottle’s effect, not by the Bottle 
itself, so removing the Bottle from play doesn’t cause 
the card to be put into your graveyard, nor does it save 
a card that isn’t played in time, «The card isn’t part of 
your hand in any sense. It doesn't count towards your 
hand size, can’t be discarded, and so on. E 


Emerald Medallion Art 2 
Your green spells cost ‘1° less to play. TE 


Title Type 


Emmessi Tome Art 4 
5, ©: Draw two cards, then choose and discard a 
card. TE 
Endoskeleton Art 2 
You may choose not to untap Endoskeleton during 
your untap phase. 2’, @: Target creature gets 
+0/+3 as long as Endoskeleton remains tapped. US 


P/T Cost 


Energizer AC 2/2 4 
@, @: Put a +1/+1 counter on Energizer. TE 
Ensnaring Bridge Art 


2 
Each creature with power greater than the number of 
cards in your hand cannot attack. SH 


Erratic Portal Art 4 
},@: Return target creature to owners hand unless 
its controller pays 1. EX 


Essence Hottle Art & 
%, : Put an elixir counter on Essence Bottle, @, 

Remove all elixir counters from Essence Bottle: Gain 2 
life for each elixir counter removed in this way. TE 


Excavator Art 2 
®, Sacrifice a basic land: Target creature gains that 
landwalk ability until end of turn. TE 


Feldon’s Cane Art 1 
©, Remove Feldon’s Cane from the game: Shuffle 
your graveyard into your library. 5E 


Fellwar Stone Art ® 
®: Add to your mana pool one mana of any type that 
any opponent's lands can produce. Play this ability as 
a mana source. ¢Fellwar Stone can produce one mana 
of any pe that any of your opponents’ lands can pro- 
duce. If your opponents control no lands, you can’t use 
Fellwar Stone. Any special restrictions on how mana of 
a given type may be spent will be copied faithfully by 
the Stone. For example, if your opponents’ only land is 
Mishra’s Workshop, the Stone produces colorless mana 
that can be spent only on the casting costs of artifact 
spells, @lf a land produces more than one type of 
mana, you choose among all of those types. For exam- 
ple, an opposing City of Brass allows you to produce 
mana of any color, and Wizards’ School allows you 
produce colorless, white, blue, or black mana.  5E 
Feroz’s Ban Art 6 
Summon spells cost an additional @ to play.  5E 
Flowstone Sculpture ac 4/4 6 
2, Choose and discard a card: Flowstone Sculpture 
gains flying, first strike, or trample permanently, or 

put a +1/+1 counter on Flowstone Sculpture. = TE 


Fluctuator Art 2 
Cycling costs you up to 2: less to play. US 
Flying Carpet Art 4 


2, ©: Target creature gains flying until end of turn. 
If that creature is put into any graveyard this turn, 
sacrafice Flying Carpet. Flying Carpet is sacrificed 
only if the target creature is put into any graveyard 
after the effect resolves, not if it was put there before 
the effect resolved. 5E 
Fool's Tome Art 4 
2, ©: Draw a card. Use this ability only if you have 
no cards in your hand. TE 


Fountain of Youth Art 0 
2, &: Gain 1 life. 5E 
Gauntlets of Chaos Art 5 


, Sacrifice Gauntlets of Chaos: Permanently 
exchange control of target artifact, creature, or land 
you control for control of target permanent of the 
same type an opponent controls. Then destroy all 
enchantments on those permanents. eAi! targets are 
chosen when the ability is played, and swapped when 
the effect resolves. ¢Effects that exchange control of 
two permanents can't change the controller of just 
one of them, If this ability fizzles against either target 
or otherwise fails to change control of one of them, 
no exchange is made. 5E 


Glasses of Urza Art b 
©: Look at target player’s hand. 5E 
Grafted Skullcap Art 4 


During bed draw phase, draw an additional card, At 
the end of each of your turns, discard your hand. US 
Grapeshot Catapult Ac 23 4 
®: Grapeshot Catapult deals 1 damage to target 
creature with flying. 5E 
Grindstone Art 1 
3, ©: Put the top two cards of target player's 
library into that player’s graveyard. If both cards share 
at least one color, repeat this process. TE 
Heartstone Art 3 
The cost of each creature ability requiring an activa- 
tion cost is reduced by ‘4’. This cannot reduce an 
ability's generic mana cost to less than 4°. SH 
Helm of Chatzuk Art 1 
D, ©: Target creature gains banding until end of 
turn. 5E 
Helm of Possession — Art 4 
You may choose not to untap Helm of Possession dur- 
ing your untap phase. 2, @, Sacrifice a creature: 
Gain control of target creature as long as you control 
Helm of Possession and Helm of Possession remains 
tapped. TE 


AC - Artifact Creature 
Art - Artifact 
MS - Mana Source 


Su - Summon 
Ench - Enchantment 
Inst - Instant 


Titie Type. P/T Cost 


Hive, The Art 5 
5, ©: Put a Wasp token into play. Treat this token 
as a 1/1 artifact creature with flying. 5E 
Hopping Automaton = AC 2/2 3 
©: Hopping Automaton gets -1/-1 and gains flying 
until end of turn. US 
Hiorn of Greed Art 3 
Whenever any player plays a land, that player draws a 
card. SH 


Hornet Cannon Art 4 
3, : Put a Hornet token into play. Treat this token 
as a 1/1 artifact creature with flying that is unaffect- 
ed by summoning sickness. At end of turn, destroy 

the token. SH 


Howling Mine Art 2 
During each player's draw phase, that player draws 
an additional card. ° This is a phase ability that's 
played during the draw phase. Therefore, it's played 
as an instant and may be responded to with other 
instants, 5 
Infinite Hourglass Art 4 
During your upkeep, put a time counter on Infinite 
Hourglass. All creatures get +X/+0, where X is equal 
to the number of time counters on Infinite Hourglass. 
Any player may pay 3° during any upkeep to remove 
a time counter from Infinite Hourglass. ¢7he ability to 
remove a counter is a phase effect. Therefore, each 
player can remove only one counter each upkeep. 5E 
Iron Star Art 1 
1); Gain 1 life. Use this ability only when a red spell is 
successfully cast and only once for each such spell.5E 
ery Cap Art 1 
1: Gain 1 life. Use this ability only when a white 
spell is successfully cast and only once for each such 
spell. 5E 
dade Monolith Art 4 
1: Redirect all damage from any creature to yourself. 
(Treat further damage from that source normally.) 5E 
Jalum Tome Art 3 
2, «: Draw a card, then choose and discard a card.5E 


Jandor’s Saddlebags Art 2 
3, ©: Untap target creature. 5E 
dayemdae Tome Art 4 
4, ©: Draw a card. 5E 
dester's Cap Art 4 


2, ®, Sacrifice Jester’s Cap: Search through target 
player's library for any three cards and remove them 
from the game. Shuffle that library afterwards. 5E 


det Medallion Art 2 
Your black spells cost 4 less to play. TE 
dinxed Idal Art 2 


During your upkeep, Jinxed Idol deals 2 damage to 
you. Sacrifice a creature: Target opponent gains con- 
trol of Jinxed Idol permanently. TE 
dinxed Ring Art 2 
Whenever any card is put into your graveyard from 
play, Jinxed Ring deals 1 damage to you. Sacrifice a 
creature: Target opponent gains control of Jinxed 
Ring permanently. 


Javen’s Tools Art 6 
4, ©: Target creature cannot be blocked this turn 
except by Walls. 5E 
Library of Len Art 1 
Skip your discard phase. Whenever you are forced to 
discard a card, you may put that card to the top of 
your library. «Spells and abilities that require you to 
discard during their resolution are considered to force 
the discard, even if you choose to play the spell or 
ability. For example, using Sindbad or Wheel of 
Fortune is considered a forced discard. Spells and 
abilities that require you to discard as part of the cost 
of playing them don't force you to discard. This 
includes Land's Edge, Stormbind, and so on. 
Remember that if a “do A or do B” ability calls for a 
discard, choosing to discard is treated as paying a 
cost and so isn't forced. For example, discarding a 
card when Balduvian Horde comes into play is a 
choice, not a forced discard. ¢Cards that are discard- 
ed are put into your graveyard, then on top of your 
library as a triggered ability. This interacts normally 
with other Le alge abilities, It also means that your 
opponent will see the cards that you put on top of 
your library. ¢You can't skip a phase that has already 
begun. If Library of Leng is tapped when your discard 
phase begins and becomes untapped during the dis- 
card phase, you don’t end the phase prematurely. 5E 
Lifeline Art 5 
Whenever a creature is put into a graveyard and a 
creature is in play, return that creature from your 
graveyard to play at end of turn. US 
Lotus Blossom Art 2 
During your upkeep, you may put a petal counter on 
Lotus Blossom. @, Sacrifice Lotus Blossom: Add X 
mana of one color to your mana pool, where X is the 
number of petal counters on Lotus Blossom. Play this 
ability as a mana source. US 
Lotus Petal Art 0 
®, Sacrifice Lotus Petal: Add one mana of any color to 
your mana pool. Play this ability as a mana source. TE 


Sor - Sorcery 
SC - Summon Creature 
EC - Enchant Creature 


Intr - Interrupt 
5E - Fifth Edition 
TE - Tempest 


Title Type P/T Cost 


Magnetic Web Art 2 


Each creature with any magnet counters on it attacks, 
if able, if any other creatures with magnet counters on 
them that the attacking player controls attack. If any 
creature with any magnet counters on it attacks, all 
creatures with magnet counters on them that the 
defending player controls block that creature if able. 
1, ©: Put a magnet counter on target creature. TE 


Mana Vault Art i 
Mana Vault does not untap during your untap phase. 
At the end of your upkeep, if Mana Vault is tapped, it 
deals 1 damage to you. 4: Untap Mana Vault at end 
of upkeep. Use this ability only during your upkeep. 
: Add three colorless mana to your mana pool. Play 
this ability as a mana source. *Mana Vault's end-of- 
upkeep ability and its ability to untap itself implicitly 
break the rule that prevents artifact abilities from 
being played while the artifact is tapped. ¢The ability 
to damage you is played at end of upkeep. If Mana 
Vault is tapped when you play its end-of-upkeep abili- 
ty, the effect deals 1 damage to you; whether it's 
untapped at any other time is unimportant. Note that 
you can pay to untap Mana Vault, take the damage, 
and then let it untap, if you have some reason for 
lowering your life total. Contrary to past errata, the 
mana produced by Mana Vault may be used to untap 
Basalt Monoliths and Mana Vaults, and vice versa, 5E 
Manakin AC 1 2 
: Add one colorless mana to your mana pool. Play 
this ability as a mana source. TE 
Medicine Bag Art e 
1,®, Choose and discard a card: Regenerate target 
creature. EX 
Meekstone Art 1 
Creatures with power 3 or greater do not untap dur- 
ing their controllers’ untap phases. SE 


Memory Crystal Art 3 
All buyback costs are reduced by 2. EX 
Metallic Sliver AC 1 
Metallic Sliver counts as a Sliver. E 
Metrognome Art 4 


When a spell or ability one of your opponents controls 
causes you to discard Metrognome, put four Gnome 
tokens into play. Treat these tokens as 1/1 artifact 
creatures. 4, : Put a Gnome token into play. Treat 
this token as a 1/1 artifact creature. US 


Millstone Art a 
2, ©: Put the top two cards of target player's 
library into his or her graveyard. ¢Mote that this effect 
doesn't cause the cards to he discarded; it simply 
moves them into the player's graveyard. °This effect 
doesn't cause the cards to be drawn, either. Emptying 
a player's library with it isn’t sufficient to cause the 
player to lose; the player won't lose until he or she 
has to draw a card and can’t. ¢When more than one 
card is put into a player's graveyard at once, that 
player chooses the order of those cards. 

Mindless Automaten AC 0/0 4 
Mindless Automaton comes into play with two +1/+1 
counters on it. 1’, Choose and discard a card: Put a 
+1/+1 counter on Mindless Automaton. Remove two 
batik counters from Mindless Automaton: Draw a 
card, 


Mishra’s Helix Art 5 
&, ©: Tap X lands. US 
Mobile Fort AG 0/6 4 


Mobile Fort counts as a Wall. 3): Mobile Fort gets 
+3/-1 until end of turn and can attack this turn as 
though it were not a Wall. Play this ability only once 
each turn. US 
Mogg Cannon Art 2 
: Target creature you control gets +1/+0 and gains 
flying until end of turn. At end of turn, destroy that 
creature, TE 
Mox Diamond Art 0 
When Mox Diamond comes into play, choose and dis- 
card a land card or sacrifice Mox Diamond. @: Add 
one mana of any color to your mana pool. Play this 
ability as a mana source. $s 
Nevinyrral’s Disk Art a 
Nevinyrral’s Disk comes into play tapped. ‘L, @: 
Destroy all artifacts, creatures, and enchantments, 
Because all artifacts, creatures, and enchantments 
are destroyed at the same time, enchantments on 
creatures may be used to regenerate them. 5E 
Noetic Scales Art 4 
During each player’s upkeep, return to owner's hand 
each creature that player controls with power greater 
than the number of cards in his or her hand. US 
Null Brooch Art 4 
2,@, Discard your hand: Counter target noncreature 
Spell. Play this ability as an interrupt. EX 
Obelisk of Undoing Art 1 
6, : Return target permanent you control and own 
to your hand. *7his ability can target tokens, because 
they're owned by whomever controlled the effect that generat- 
ed them. Remember that a token would leave the game per- 
manently after being put into your hand. 5E 
Ornithopter AC 0/2 0 
Flying. 5E 


ST - Stronghold 
EX - Exodus 
US - Urza’s Saga 


‘Title 2h Type 


P/T Cost 
Patchwork Gnomes = AC 2/1 3 
Choose and discard a card: Regenerate Patchwork 
Gnomes. ' 
Pearl Medallion Art 2 
Your white spells cost 1° less to play. TE 
Pentagram of the Ages art 4 
4, : Prevent all damage to you from one source. 


(Treat further damage from that source normally.) 
This ability prevents only the damage being dealt 
during the current damage-prevention step, not dam- 

age dealt earlier or later. 5E 


Phyrexian Colossus AC 8/8 7 
Phyrexian Colossus does not untap during your untap 
phase. Pay 8 life: Untap Phyrexian Colossus, : 
Phyrexian Colossus cannot be blocked by fewer than 

three creatures. US 


Phyrexian Grimoire Art 3 
4, ©: An opponent chooses one of the top two 
cards in your graveyard. Remove that card from the 
game and put the other into your hand. *See Cursed 
Scroll for related rulings. TE 


Phyrexian Hulk AC 5/4 sd 


Phyrexian Processor — Art 4 
When Phyrexian Processor comes into play, pay any 
amount of life. 4, <: Put a Minion token into play. 
Treat this token as a black creature with power an 
toughness each equal to the amount of life paid at 
the time Phyrexian Processor came into play. US — 


Phyrexian Sppoey Art 2] 
2, : Choose flying, first strike, trample, or shadow. 
Target creature with that ability loses it until end of 
turn. Another target creature gains that ability until 
end of turn. T 


Pit Tra Art 2 
2, ®, Sacrifice Pit Trap: Destroy target attacking 
creature without flying. That creature cannot be 
regenerated this turn. 


Portcullis Art 4 
Whenever any creature comes into play, if there are 
two or more other creatures in play, set that creature 
aside, If Portcullis leaves play, put the creature into 
play under its owner's control. s 
Primal Clay AGsaae 4 
When you play Primal Clay, choose one—Primal Clay is 
a 2/2 artifact creature with flying; or Primal Clay is a 
3/3 artifact creature; or Primal Clay is a 1/6 artifact 
creature that counts as a Wall. *Cards that copy 
Primal Clay are stuck with whichever form was 


chosen for the original Primal Clay. 5E 
Puppet Strings Art 8 
2, ®: Tap or untap target creature. TE 
Purging Scythe Art 5 


During your upkeep, Purging Scythe deals 2 damage to 
the creature with the lowest toughness. If two or more 
creatures are tied for the lowest toughness, you decide 
to which creature Purging Scythe deals damage. US 
Rod of Ruin Art a 
3), ©: Rod of Ruin deals 1 damage to target crea- 

ture or player. 5E 


Ruby Medallion Art 2 
Your red spells cost less to play. TE 
Sane Medallion — Art a 
Your blue spells cost ‘4 less to play. TE 
Scalding Tongs Art 2 


During your upkeep, if you have three or fewer cards 
in your hand, Scalding Tongs deals 1 damage to tar- 
get opponent. TE 


Scroll Rack Art 2 
1, ©: Choose any number of cards in your hand 
and remove them from the Haale Put an equal num- 
ber of cards from the top of your library into your 
hand. Then put the cards removed from the game 
with Scroll Rack on top of your library in any order.TE 


Serpent Generator Art 6 
4, ©: Put a Poison Snake token into play. Treat this 
token as a 1/1 artifact creature. If any Poison Snake 
damages any player, he or she gets a poison counter. 
If any player has ten or more poison counters, he or 
she loses the game. 5 
Shapeshifter AC */7-* 6 
Shapeshifter has total power and toughness of 7, 
divided any way you choose, though neither can be 
more than 7. When you play Shapeshifter, choose its 
power and toughness. During your upkeep, choose 
Shapeshifter’s power and toughness. *Setting Shape- 
shifter's power and toughness is an upkeep ability, so 
it can be played only once each turn. Note that you're 
hanging only its base power and toughness; existing 
modifiers are applied to the new power and tough- 
ness normally. 5 
Shifting Wall AC 0/0 x 
Shifting Wall counts as a Wall. Shifting Wall comes 
into play with X +1/+1 counters on it. SH 
Skull Catapult Art 4 
1, , Sacrifice a creature: Skull Catapult deals 2 
damage to target creature or player. 5E 
Skyshaper Art 2 
Sacrifice Skyshaper: All creatures you control gain fly- 
ing until end of turn. EX 


Mon-Fri, 8:30-5:00 (PS 


P.O. Box 707 « faen WA 98057-0707 


© denotes a registered rademark and 1 de 


ADVERTISER INDEX 


RD 
(ODE ADVERTISER 


PAGE 
| Aliens CCG (Harper)............... 12 
AMAZING® Stories ...............49 
2 Anthologies (Wizards)..............9 
3. Anthologies Wish List (Wizards)..... 1 
4 Arena Winter (Wizards)............15 
5 Baldur’s Gate (Interplay)............5 
6 Blizzard. RC] 
7) (Chips & Bits.) on 3b 
8 Cypher (World Opponent ee 14 Sl5i88 
9 Dark Vengeance (GT Interactive) ..... 23 
Dragon Magazine.................47 
Duelist Merchandise ..............78 
10 Duelist Wish List (Wizards).........45 
Dungeon Adventures.............. 113 
[Ee Baltout 2 (Interplay) 
12) Franklin Mint; 0 aes 
13) Games Galore...) 0.00000 24 
14. Grand Prix-San Francisco (Wizards) . 53 
15 Holiday Promotion (Wizards) ....... 72-73 
[6 Iguanas. 20 
17. Khalsa Brain Games............... 124 
[8 LandsofLorelll.................. 16-17 
19) Mask (Sicira)... 90.5.5... 54-55 
20 Meridian S59 (300)................ 2) 
2| NeutralGround.................. 124 
22 Nintendo. .....................O8C 
23 Planescape (Interplay) ..............IBC 
Price Guide Announcement........ 110 
24 QT-LosAngeles...................30 
25 Quest for Glory 5 (Sierra) .......... 6-7 
26 Return to Krondor (Sierra) ......... 126-127 
27 Star City Comics. ............... 124 
28 StarTrek (Decipher)...............18 
29 Star Wars (Decipher)...............5l 
30 Thunder & Lightning.............. 120 
3! Total Annihilation: Kingdoms 
(CavedogyiG1I).,..... «38-27 
32 Troil&Toad..................... 116 


Concerning Console Games 
Which of the following console games do you own/play? (check all that apply) 


Final Fantasy Vil Turok/Turok 2 
Zelda 64 Tekken 3 
Metal Gear Solid 1080 Snowboarding 
Do us a favor C Duke Nukem Resident Evil 2 
. NFL Game Day 98/99 C] MLB 99 
and you could win a Mortal Kombat 4 C1 Yoshi's Story 
Duelist International Gran Turismo CJ Crash Bandicoot 1 or 2 
Booster Subscription ig Cibhidy Kong: Racing 
CZ Other 


—for free! 


What video game do you currently play most often? 


Concerning Online Gaming Services 


Email address 


. 
Rate Our Ma azine (5=excellent, 1=poor) ; Which of the following online gaming services do you subscribe to/use? (check all that apply) 
How do you rate this issue of The Duelist™ overall? 54) 40 30) 200 1 : Gamestorm Internet Gaming Zone 
How do you rate the articles overall? SO si 219 4 : OTEN WON.net 
How do you rate the art/layout overall? 50 40 30 20 10 =: OMplayer -] MPG NET 
List and rate your most favorite articles: : C)Heat.net 
50 40 .4D 20 4 ; 0 Other. 
so) 40 30 20 4 : Tell Us about Yourself 
t) 40) Si) 2 1 : Name 
List and rate your least favorite articles: ; Address 
4 20 1 ity State Zip 
5U 40) 30) 20 1 : Phone ( ) Today's date 
50 40 3 1 : Birth month/year: 
: Are you a Duelist subscriber? Yes LJ No 
Comments: 4 My annual household income (or, if under 18, my family’s income) before taxes is: 
; under $15,000 $15,001-$25,000 $25,001-$35,000 
; $35,001-$50,000 $50,001-$75,000 over $75,000 
; What is your favorite website? 
: Which one Magic: The Gathering expansion was most current when you started playing? 
; (please check one) 

; : Cl Tempest Jan ’98 Mirage Oct’96 O The Dark Aug ’94 
Concernin IZ PC Games : Stronghold Mar’98 Alliances Jun’96 ~—- L] Legends Jun ’94 
Which of the following PC games do you own/play? (check all that apply) : O Exodus Jun’98 Homelands Oct’95 =] Antiquities Mar ’94 

| Total Annihilation L] Tomb Raider 2/3 CL] Riven : Weatherlight Jun ’97 Chronicles Sep’95 1 Arabian Nights Dec ’93 

ne te OG ae O ee eh de : (Fifth Edition Mar’97 (Ice Age Jun’95 (ClAlpha/Beta Aug ’93 

inal Fantasy O edi Knig! : ‘oj , ; ' 
2 StarCraft O Heroes of Might & Magic 2/3 0 Sanitarium i oe oie a ae = eo aa pane 

MechCommander Might and Magic VI Balder’s Gate : ‘ 

X-Files Game CJ Dune 2000 Quake 2 ; a shies 

Unreal —) Deer Hunter : (J1501-3000 3001-6000 6000+ 

Red Alert/Tiberian Sun L) Deathtrap Dungeon : Yes, I’d be happy to have you contact me about my thoughts on The Duelist. 

Other. : Work/day phone ( ) Home phone ( ). | 


What PC game do you currently play most often? 


; oN fo receive free information about any product or service, simply tear out 
: this card, select and circle at least one but no more than 30 numbers 

a below that correspond with the advertisement, complete your name and 
address, and drop it in the mail. 


ee ee ee eee a ee Pee ee Oe eee 


DEL Del Rey Books is a leading publisher of 
speculative fiction whose best-selling 
authors includes: Terry Brooks, Author C. Clarke, or DEX Lape ae 
David Eddings, Anne McCaffrey, R.A. Salvatore, and 
Margaret Weis & Tracy Hickman. Del Rey Books wants to know... 1 
; YES NO @ 
Con ible the eg 1. Do you read more than one book a month? Oo 3 @ 
P a Wien 2. Do you read books that are not gaming related? Q Qa 4 > 
you Into-a rawing 3, Have you ever bought books over the Internet? Q a / s 
International Boos 4, Have you seen our advertisement for The Demon Spirit ; 
by R.A. Salvatore? a . 


5, Have you seen our advertisement for Nightsword 
by Margaret Weis & Tracy Hickman? 


NAME | 


ADDRESS 


Duelist, P.0. 
CITY 


PHONE 


Card must be returned by March 14, 1999 


Do us a favor, and you could win a 
Duelist International Booster Subscription! 
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Title Type P/T Cost 


Smokestack Art 4 
During your upkeep, you may put a soot counter on 
Smokestack. During each player's upkeep, that player 
sacrifices a permanent for each soot counter on 
Smokestack. 


Soul Net Art 1 
1: Gain 1 life, Use this ability only when a creature 
is put into any graveyard from play and only once for 
each such creature. ° You can play triggered abilities 
even if the source has left play by the time you play 
the ability. Thus, an animated Soul Net can give you 
life for its own destruction. 5E 


Spelibook Art 0 
Skip your discard phase. EX 
Sphere of Resistance Art 2 
All spells cost an additional 1 to play. EX 
Squee’s Toy Art 1 
: Prevent 1 damage to any creature. TE 
Static Orb Art 3 


Players cannot untap more than two permanents dur- 
ing their untap phase, TE 


Sword of the Chosen LAr 2 
®: Target legend gets +2/+2 until end of turn. SH 


Tawnos’s Weaponry __ Art 2 
You may choose not to untap Tawnos’s Weaponry 
during your untap phase. 2, @: Target creature 
gets +1/+1 as long as Tawnos’s Weaponry remains 
tapped. 5E 


Telethopter AC 3/l 4 
Tap a creature you control: Telethopter gains flying 
until end of turn. TE 
bg aoe Aperture Art 2 
5, ©: Shuffle your library and reveal the top card. 
Until end of turn, as long as that card remains on top 
of your library, you may play the card as though it 
were in your hand without paying its casting cost. (/f 
the spell has X in its casting cost, X is 0) US 


Thopter Squadron AC 0/0 5 
Flying. Thopter Squadron comes into play with three 
+1/+1 counters on it. 1, Remove a +1/+1 counter 
from Thopter Squadron: Put a Thopter token into 
play. Treat this token as a 1/1 artifact creature with 
flying. Play this ability as a sorcery. 1, Sacrifice a 
Thopter: Put a +1/+1 counter on Thopter Squadron. 
Play this ability as a sorcery. EX 


Thran Turbine Art 1 
During your upkeep, you may add up to two colorless 
mana to your mana pool. This mana cannot be spent 
to play spells. US 
Throne of Bone Art i 
1: Gain 1 life. Use this ability only when a black 

spell is successfully cast and only once for each such 
spell. 5E 


Thumbserews Art 2 
During your upkeep, if you have five or more cards in 
hand, Thumbscrews deals 1 damage to target oppo- 

nent. TE 


Time Bomb Art 4 
During your upkeep, put a time counter on Time 
Bomb. 1°, &, Sacrifice Time Bomb: Time Bomb 
deals to each creature and player 1 damage for each 
time counter on it. 5E 


Torture Chamber Art 3S 
During your upkeep, put a pain counter on Torture 
Chamber. At the end of your turn, Torture Chamber 
deals 1 damage to you for each pain counter on it. 1, 
«§, Remove all pain counters from Torture Chamber: 
Torture Chamber deals 1 damage to target creature for 
each pain counter removed in this way. 


Transmogrifying Licid AC 22 3 
Transmogrifying Licid counts as a Licid, 1, @: 
Transmogrifying Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
gets +1/+1 and counts as an artifact” instead of any 
other type of permanent. Move Transmogrifying Licid 
onto target creature. You may pay 1 to end this 
effect. */f a Licid targets itself, the effect turns the 
Licid into a creature enchantment targeting itself. 
Because it is no longer a creature, the Licid is then 
destroyed because its taget is illegal. *If you play an 
enchantment-moving ability, like Enchantment 
Alteration, on a Licid while it's an enchantment, the 
Licid remains an enchantment-it doesn’t change back 
to a creature and fall off. This is because the Licid’s 
enchantment status is a temporary effect, not a per- 
manent change. Moving enchantments resets only 
permanent changes, not temporary ones. EX 
Umbilicus Art 4 
During each player's upkeep, that player pays 2 life 
or returns a permanent he or she controls to owner's 
hand. US 
Urza's Armor Art 6 
Whenever a source deals damage to you, that dam- 
age is reduced by 1. US 
Urza’s Avenger AC 4/4 6 
0: Urza’s Avenger gets -1/-1 and gains your choice 
of banding, flying, first strike, or trample until end of 
turn. 5E 
Urza’s Bauble Art ) 
®, Sacrifice Urza's Bauble: Look at a card you 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


P/T Cost 


choose at random from target player's hand. Draw a 
card at the beginning of the next turn. 5E 
Volrath’s Laboratory = Art 5 
When you play Volrath’s Laboratory, choose a color 
and creature type. 5, @: Put a token creature into 
play. Treat this token as a 2/2 creature of the chosen 
color and creature type. SH 


Title Type 


Voltaic Key Art 1 
1, ©: Untap target artifact. US 
Wall of Junk AC 0/7 2 


Whenever Wall of Junk blocks, return it to owner's 
hand at end of combat. US 


Wall of Spears AC 2/3 3 
First strike. Wall of Spears counts as a Wall. 5E 
Watchda AC 12 3 


Watchdog blocks if able. As long as Watchdog is 
untapped, all creatures attacking you get -1/-0. TE 


Whetstone Art 3 
3: Each player puts the top two cards ofthis or her 
library into his or her graveyard. US 


MIRROR UNIVERSE? 


Iff Bith Efreet and Organized-Play Tournament — 
Manager Andrew Finch—from the same bottle? 

Not at all. Originally appearing in Arabian Nights, 
Bith Efreet is actually Alex von Hochtritt. In the pi 


: Title Type P/T Cost 
against both targets, you take no damage. 5E 
Bad Moon Ench 1® 
All black creatures get +1/+1. 5E 
Befoul Sore 228 


Destroy target land or nonblack creature. A creature 
destroyed this way cannot be regenerated this tun. US 
Bellowing Fiend  SuSpirit 3/3 44 
Flying. Whenever Bellowing Fiend damages any crea- 
ture, Bellowing Fiend deals 3 damage to that crea- 
ture’s controller and 3 damage to you. 
Bereavement Ench 1® 
Whenever a green creature is put into a graveyard from 
play, its controller chooses and discards a card. US 


Black Knight Su Knight 2/2 &® 
First strike, protection from white, 5E 
Blight EL PH 
If enchanted land becomes tapped, destroy it at end 

of turn. 5E 


Alex has been spotted at conventions disguised a 


the mage from Counterspell. The costume Alex wears 


in this picture is the same one that he wears in 
White Wolf's Anarch’s Cookbook, 


Winter Orb Art 
Players cannot untap more than one land during their 
untap phases. “Animated lands are subject to both 
Smoke and Winter Orb. Allowing one to untap will use 
up your one creature and your one land for that tum. 5E 


Wirecat AC 4/3 4 
Wirecat cannot attack or block if an enchantment is 
in play. US 
Wooden Sphere Art 1 
1: Gain 1 life. Use this ability only when a green 
spell is successfully cast and only once for each such 
spell. 5E 


Workhorse AC 0/0 6 
Workhorse comes into play with four +1/+1 counters 
on it. Remove a +1/+1 counter from Workhorse: Add 
one colorless mana to your mana pool. Play this abili- 
ty as a mana source. EX 


Worn Powerstone Art 3 
Worn Powerstone comes into play tapped. @: Add 

two colorless mana to your mana pool, Play this abili- 
ty as a mana source. US 


Abandon Hope Sore x1® 
Choose and discard X cards: Look at target oppo- 

nent’s hand and choose X of those cards. That player 
discards the chosen cards. TE 


Abyssal Horror = SuHorror 2/2 4 
Flying. When Abyssal Horror comes into play, target 
player chooses and discards two cards. US 


Abyssal Specter Su Specter 2/3 20 
Flying. If Abyssal Specter damages any player, he or 
she chooses and discards a card. ¢Discarding the 
card is a side effect of the damage, so it happens 
only if the Specter successfully deals damage.  5E 


Animate Dead Ench 1® 
When you play Animate Dead, choose target creature 
card in any graveyard. When Animate Dead comes 
into play, put that creature into play and Animate 
Dead becomes a creature enchantment that targets 
the creature. Enchanted creature gets -1/-0. If 
Animate Dead leaves play, destroy the creature. The 
creature cannot be regenerated this turn. *Animate 
Dead can target only creature cards in any graveyard. 
Once it’s in play, it becomes a creature enchantment 
that targets only the animated creature. This is the 
only legal target, and can't be affected by 
Enchantment Alteration and so forth. «A creature's 
abilities don’t apply while the creature card is in the 
graveyard. For example, a White Knight card in the 
graveyard doesn’t have protection from black, so it 
can be the target of Animate Dead. However, once 
the Knight comes into play, its protection from black 
will take effect, causing the enchantment to be 
destroyed, which will then destroy the Knight. 5E 


Ashes to Ashes Sore 1®® 
Remove two target nonartifact creatures from the 
game. Ashes to Ashes deals 5 damage to you. 

° Targeted effects fizzle against each target individual- 
ly, and their non-targeted portions fail if and only if 
the effect fizzles against all targets. So if Ashes to 
Ashes fizzles against one target, it affects the other 
one normally, and you take 5 damage. If it fizzles 


2 


ST - Stronghold 


EX- Exodus US - Urza’s Saga 


Blood Pet 
Sacrifice Blood Pet: Add 4 to your mana pool. Play 
this ability as a mana source. TE 


Su Thrull = 1/1 ® 


Blood Vassal SuThrull 2/2 2% 
Sacrifice Blood Vassal: Add #4 to your mana pool. 
Play this ability as a mana source, US 


Bog Imp Sum Wi +e 
Flying. 5E 
Bog Raiders Su Zombies 2/2 2 
Swampwalk. US 
Bog Rats SuRats 1/1 & 
Bog Rats cannot be blocked by Walls. 5E 
Bog Wraith Su Wraith 3/3 3e 
Swampwalk. 5E 
Bottomless Pit Ench 1L&® 


During each player's upkeep, that player discards a 
card at random. SH 


Bounty Hunter  SuMinion 2/2 28 
: Put a bounty counter on target nonblack crea- 
ture. ©: Destroy target creature with any bounty 
counters on it. TE 


Breach Inst 2@ 
Target creature gets +2/+0 until end of turn. That 
creature cannot be blocked except by artifact crea- 
tures and black creatures this turn, US 


Breeding Pit Ench 3 
During your upkeep, pay #4 or sacrifice Breeding 
Pit. At the end of your turn, put a Thrull token into 
play. Treat this token as a 0/1 black creature. 5E 


Broken Visage Inst 4 
Destroy target nonartifact attacking creature and put 
a Shadow token into play. The destroyed creature 
cannot be regenerated this turn. Treat this token as a 
black creature with the same power and toughness 
as the targeted creature. At end of turn, sacrifice the 
token. * The token has power and toughness equal to 
the current power and toughness of the target, 
including bonuses from effects such as Bad Moon's 
or Giant Growth’s. For example, if Broken Visage tar- 
gets a Black Knight (normally 2/2) while a Bad Moon 
is in play (making the Knight 3/3), the Visage token 
will be a 3/3 creature that in turn gets the Bad Moon 
bonus, so it will be 4/4. * Tokens enter play under the 
control of whoever controls the effect that produces 
them, so you get the Shadow token regardless of 
who controls the targeted creature. 
Brush with Death Sorc 29 
Buyback 2 44. Target opponent loses 2 life. You 
gain 2 life. SH 
Cackling Fiend  SuZombie 2/1 2% 
When Cackling Fiend comes into play, each of your 
Opponents chooses and discards a card. s 
Cannibalize Sore 1® 
Choose a player and two target creatures controlled by 
that player. Remove one of those creatures from the 
game and put two +1/+1 counters on the other. SH 
Carnophage Su Zombie 2/2 © 
During your upkeep, pay 1 life or tap Carnophage. EX 
Carrion Ants SuAnts —O/1 
PP 


1: Carrion Ants gets +1/+1 until end of turn. 


Title Type P/T Cost 


Carrion Beetles} Sulnsects 1/1 ® 
2%, ©: Remove from the game up to three target 
cards in one graveyard. US 


Carrionette Su Skeleton 11 2® 
2. &®: Remove Carrionette and target creature from 
the game. That creature's controller may pay 2 to 
counter this ability. Use this ability only if Carrionette is 
in your graveyard. TE 
Cat Burglar SuMinion 2/2 3 
2 ®, ©: Target player chooses and discards a 
card. Play this ability as a sorcery. 


Cloak of Confusion EC ® 
0: Defending player discards a card at random. 
Enchanted creature deals no combat damage this 
turn. Use this ability only if enchanted creature is 
attacking and unblocked and only once each turn. 5E 


Clot Sliver Su Sliver 11 Da 
Each Sliver gains “ 2’: Regenerate this creature” TE 


Coercion Sore 2k 
Look at target opponent's hand and choose one of 
those cards, That player discards that card. TE 


Coffin Queen Su Wizard V1 = 2% 
You may choose not to untap Coffin Queen during 
your untap phase. 2 &, <: Choose target creature 
card in any graveyard and put that creature into play 
under your control. Remove the creature from the 
game if Coffin Queen becomes untapped or if you 
lose control of Coffin Queen. Coffin Queen's second 
ability has two effects. First, it puts a creature card 
into play; this is a one-time effect. Second, it sets up 
an ongoing effect that tracks what happens to the 
Coffin Queen. If a creature put into play by Coffin 
Queen phases out, the ongoing effect that links the 
creature to the Coffin Queen's status will end. After it 
phases back in, it'll be unaffected by the Coffin 
Queen's status, «Remember that the creature doesn't 
actually depend on Coffin Queen to stay in play. Once 
the one-time effect mentioned above resolves, the 
creature is simply in play, just like any other creature. 
This means that it'll phase in and out normally, just 
as if it were a creature brought back into play by, 
say, Strands of Night. TE 


Commander Greven i/-Vec Su Legend 7/53 & a & 
When Commander Greven i/-Vec comes into play, 
sacrifice a creature. Greven cannot be blocked except 
by artifact creatures and black creatures. 


Contamination Ench 2 
During your upkeep, sacrifice a creature or sacrifice 

Contamination. Whenever a land is tapped for mana, it 
produces 4 instead of its normal type and amount.US 


Corpse Dance Inst 2 
Buyback 2. Take the top creature card in your grave- 
yard and put that creature into play. The creature is 
unaffected by summoning sickness this turn. Remove 
the creature from the game at end of turn. TE 


Corrupt Sore 5e 
Corrupt deals 1 damage to target creature or player 
for each swamp you control. When Corrupt success- 
fully deals damage to a creature or player, gain life 
equal to that damage. US 


Corrupting Licid  Sulicid 2/2 2% 
®, ©: Corrupting Licid loses this ability and becomes 
a creature enchantment that reads “Enchanted crea- 
ture cannot be blocked except by artifact creatures 
and black creatures” instead of a creature. Move 
Corrupting Licid onto target creature. You may pay & 
to end this effect. See Transmogrifying Licid for relat- 
ed rulings. SH 
Crazed Skirge Sulmp 2/2 3 
Flying. Crazed Skirge is unaffected by summoning 
sickness. US 
Crovax the CursedSu Legend 0/0 2@ 
Crovax the Cursed counts as a Vampire. Crovax comes 
into play with four +1/+1 counters on it. During your 
upkeep, sacrifice a creature and put a +1/+1 counter 
on Crovax, or remove a +1/+1 counter from Crovax. 
®: Crovax gains flying until end of tum. SH 
Culling the Weak MS ® 
Sacrifice a creature: Add 444 to your mana 
pool. EX 
Cursed Flesh EC ® 
Enchanted creature gets -1/-1 and cannot be blocked 
except by artifact creatures and black creatures. EX 
Cursed Land EL 22D 
During the upkeep of enchanted land's controller, 
Cursed Land deals 1 damage to him or her. 

Dark Banishin Inst 2@ 
Destroy target nonblack creature. That creature can- 
not be regenerated this turn. TE 
Dark Hatchlin Su Horror 3/3 4am 
Flying. When Dark Hatchling comes into play, destroy 
target nonblack creature. That creature cannot be 
regenerated this turn. 


Dark Ritual MS ® 
Add 444 to your mana pool. 5E,TE,US 
Darkest Hour Ench ® 
All creatures are black, US 
Darkling Stalker SuSpirit 11 3 


® 
: Regenerate Darkling Stalker. &: Darkling Stalker 
gets +1/+1 until end of turn. TE 
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Type P/T Cost 


Dauthi Cutthroat SuMinion 11 1@ 
Shadow. 1 4, ©: Destroy target creature with 

shadow. EX 
Dauthi Embrace Ench 2e 
. 4%: Target creature gains shadow until end of un 


Dauthi Ghoul SuZombie V1 4% 
Shadow. Whenever any creature with shadow is put 
into any graveyard from play, put a +1/+1 counter on 
Dauthi Ghoul. TE 
Dauthi Horror Su Beast 2/1 a 
Shadow, Dauthi Horror cannot be blocked by white 
creatures. TE 
Dauthi Jackal SuHound 21 2% 
Shadow. #4, Sacrifice Dauthi Jackal: Destroy tar- 
get blocking creature. EX 
Dauthi Marauder Su Minion 3/1 24 
Shadow. TE 
Dauthi Mercenary Su Knight 2/1 2% 
Shadow. 1%: Dauthi Mercenary gets +1/+0 until 
end of turn, TE 
Dauthi Lec atly al Su Minion 21 9B 
Shadow. Sacrifice Dauthi Mindripper: Defending player 
chooses and discards three cards, Use this ability only 
if Dauthi Mindripper is attacking and unblocked. TE 
Dauthi Slayer Su Soldier 2/2 
Shadow Each turn, Dauthi Slayer attacks if able. TE 
Dauthi Trapper Su Minion 11 2 
&: Target creature gains shadow until end of turn. SH 
Dauthi Warlord Su Soldier */1 = 
Shadow, Dauthi Warlord has power equal to the num- 
ber of creatures with shadow in play. X 
Death Pits of Rath — Ench 3O2 
Whenever any creature is dealt damage, destroy it. 
That creature cannot be regenerated this turn. TE 


Death Stroke Sore BS 
Destroy target tapped creature, SH 
Death’s Duet Sore 2 


Return two target creature cards from your graveyard 
to your hand. EX 
Deathgrip Ench RS 
©: Counter target green spell. Play this ability as 
an interrupt. 5E 
Derelor SuThrull 4/4 3@ 
Your black spells cost an additional # to play. © 5E 
Despondency EC Te 
Enchanted creature gets -2/-0. When Despondency is 
put into a graveyard from play, return Despondency 
to owner's hand, U 


Diabolic Edict Inst 12 
Target player sacrifices a creature. TE 
Diabolic Servitude — Ench 3@ 


When Diabolic Servitude comes into play, choose tar- 
get creature card in your graveyard and put that 
creature into play. When the chosen creature is put 
into a graveyard, remove the creature from the game 
and return Diabolic Servitude to owner's hand. When 
Diabolic Servitude leaves play, remove the chosen 
creature from the game. 


Discordant Dirge Ench See 
During your upkeep, you may put a verse counter on 
Discordant Dirge. #, Sacrifice Discordant Dirge: Look 
at target opponent’s hand and choose up to X of those 
cards, where X is the number of verse counters on 
Discordant Dirge. That player discards those cards. US 


Disturbed Burial Sore 1® 
Buyback 3. Return target creature card from your 
graveyard to your hand. TE 


Drain Life Sore 1® 
%: Drain Life deals X damage to target creature or 
player. Spend only black mana in this way. Gain 1 life 
for each 1 damage dealt, but not more than the 
toughness of the creature or the life total of the play- 
er Drain Life damages. * You decide how much #% to 
spend on dealing damage as you play the spell and 
spend the mana at that time. You can’t change your 
mind later and deal more or less damage than that 
for which you originally paid. 5E 


Dread of Night Ench ® 
All white creatures get -1/-1. TE 
Dregs of Sorrow Sore eae 


Destroy X target nonblack creatures. Draw X cards. TE 
Drudge Skeletons Su Skeletons 1/1 1 
®: Regenerate. 5E 
Dungeon Shade SuSpirt 11 3® 
Flying. #: Dungeon Shade gets +1/+1 until end of 
turn. SH 
Duress Sore ® 
Look at target opponent's hand and choose a non- 
creature, nonland card there. That player discards 
that card. 


Eastern Paladin  SuKnight 3/3 2% 
#®, ©: Destroy target green creature. US 
Endless Scream EC xe 


Enchanted creature gets +X/+0. © The value of X is 
set when the spell is cast and does not revert to zero 
when the enchantment is in play, even though %: in 
the casting cost becomes zero. Moving Endless Scream 


ACLE PLAYER'S GUIDE 


P/T Cost 


onto another creature doesn’t change the value of X, 
but sacrificing it using a Faith Healer’s ability will only 
give you 1 life. TE 
Enfeeblement EC Pe 
Enchanted creature gets -2/-2. TE 


Entropic Specter Su Spirit ** s@® 
Flying. Entropic Specter has power and toughness 
each equal to the number of cards in target oppo- 
nent’s hand. If Entropic Specter damages any player, 
that player chooses and discards a card, EX 


Erg Raiders SuRaiders 2/3 1% 
At the end of your turn, Erg Raiders deals 2 damage 
to you if it did not attack this turn. Ignore this effect 
if Erg Raiders has summoning sickness. *At the end 
of your turn, Erg Raiders checks to see whether it 
attacked that turn. If it didn’t, then it damages you. 
The effect is ignored only if Erg Raiders has sum- 
moning sickness. 5E 
Evil Eye of Orms-by-Gore Su Evil Eye 3/6 4% 
Evil Eye of Orms-by-Gore cannot be blocked except 
by Walls. Except for Evil Eyes, creatures you control . 


Title Type 


cannot attack. 5 
Evil Presence EL ® 
Enchanted land is a swamp. 5E 
Evincar’s Justice Sore 20% 
Buyback 3°. Evincar’s Justice deals 2 damage to 
each creature and player. TE 
Exhume Sore 1® 
Each player chooses a creature card in his or her 
graveyard and puts that creature into play. US 
Expunge Inst 29 


Destroy target nonartifact, nonblack creature, That crea- 
ture cannot be regenerated this turn. Cycling 2. US 
Extinction Sorc 4m 
Destroy all creatures of any creature type of your 

choice. TE 


Fallen Angel Su Angel 3/3 34 
Flying. Sacrifice a creature: Fallen Angel gets +2/+1 

until end of turn 5E 
Fear EC Cx. 


Enchanted creature cannot be blocked except by arti- 
fact creatures and black creatures. 5E 
Fevered Convulsions —Ench PR 
2: Put a -1/-1 counter on target creature. TE 
Flesh Reaver SuHorror 4/4 1 ® 
Whenever Flesh Reaver successfully deals damage to 
a creature or opponent, Flesh Reaver deals an equal 

amount of damage to you. U 

Foul Imp Sulmp 2/2 @& 
Flying. When Foul Imp comes into play, lose 2 life. SH 
Frozen Shade SuShade 0/1 2@ 
®: +1/+1 until end of turn. 5E 


Fugue Sore 322 
Target player chooses and discards three cards. EX 
Funeral March EC 


C 1S? 
If enchanted creature leaves play, its controller sacri- 
fices a creature. 5E 


Gloom Ench 20 
White spells cost an additional 3 to play. Activated 
abilities requiring an activation cost of white enchant- 
ments cost an additional ‘3 to play. *A/though Gloom 
increases the cost to play a white spell or use the 
ability of a white enchantment, it doesn’t increase the 
casting cost of the spell or the activation cost of the 
enchantment. For example, Spell Blasting a 
Disenchant costs 2 even if Gloom is in play. 
Likewise, an effect that reduces the activation cost of 
your enchantments couldn't reduce the mana pay- 
ment required by Gloom. ° The effect applies only to 
the activation costs of enchantments, not to other 
costs such as upkeep costs, 


Grave Pact Ench =. HH 
Whenever any creature you control is put into any 
graveyard, each other player sacrifices a creature. SH 


Gravelioget Su Zombie 2/2 3 
When Gravedigger comes into play, you may return tar- 
get creature card from your graveyard to your hand. TE 


Greater Werewolf Su Lycanthrope 2/4 4 
At end of combat, put a -0/-2 counter on each creature 
blocking or blocked by Greater Werewolf. ° This ability is 
played at end of combat rather than triggering when 
blockers are declared, so killing the Werewolf during 
combat will prevent its ability from being played. SE 


Grollub SuBeast 3/3 24 
For each 1 damage dealt to Grollub, each opponent 
gains 1 life. EX 


Hatred Inst BOP 
Pay % life: Target creature gets +X/+0 until end of 
turn. EX 


Hecatomb Ench PR® 
When Hecatomb comes into play, sacrifice four crea- 
tures or sacrifice Hecatomb. Tap a swamp you control: 
Hecatomb deals 1 damage to target creature or player. 
°/f you control at least four creatures when Hecatomb’s 
“comes into play” effect resolves, you may choose four 
of them and sacrifice them. If you decide not to or 
don't have enough creatures, Hecatomb is buried. 5E 


Hollow Dogs SuHounds 3/3 4 
Whenever Hollow Dogs attacks, it gets +2/+0 until 


AC - Artifact Creature 
Art - Artifact 


; Title Type P/T Cost 
end of turn. US 
Howl from Beyond Inst xe 
Target creature gets +X/+0 until end of turn. 5E 
Ill-Gotten Gains Sore 2H 


Remove Ill-Gotten Gains from the game. All players dis- 
card their hands, then each player puts up to three 

cards from his or her graveyard into his or her hand.US 
ines Taunt Inst te 
Buyback 3. Target creature attacks this turn if able. TE 


Initiates of the Ebon HandsSu Clericsi/1 
1: Add & to your mana pool. If 4 or more is spent 
in this way during one turn, sacrifice Initiates of the 
Ebon Hand at end of turn. Play this ability as a mana 
source. ° The mana spent to play this ability isn’t sim- 
ply changed from 1. to %. The colorless mana is 
spent, and black mana is added to your pool, 5E 


Keeper of the Dead Su Wizard 1/2 #® 
%, ©: Destroy target nonblack creature. Play this 
ability only if that creature’s controller has at least 
two fewer creature cards in his or her graveyard than 
you have in yours, EX 


Kezzerdrix Su Beast 4/4 244 
First strike. During your upkeep, if your opponents con- 
trol no creatures, Kezzerdrix deals 4 damage to you. TE 


Kjeldoran Dead = SuDead 3/1 ® 
en Kjeldoran Dead comes into play, sacrifice a crea- 
ture. #%: Regenerate Kjeldoran Dead. «When Kieldoran 
Dead's “comes into play” effect resolves, you choose 
and sacrifice a creature. If Kjeldoran Dead is your only 
creature in play at that time, you sacrifice it. 5E 


Knight of Dusk = SuKnight 2/2 1% 
© ®: Destroy target creature blocking Knight of 
Dusk. TE 


Knight of Stromgaldsu Knight 21 @® 
Protection from white. #: Knight of Stromgald gains 
first strike until end of turn. 4%: Knight of 

Stromgald gets +1/+0 until end of turn, 5E 


Krovikan Fetish EC 2% 
Draw a card at the beginning of the turn after 
Krovikan Fetish comes into play. Enchanted creature 
gets +1/+1. 5E 
Lab Rats Sore ® 
Buyback 4. Put a Rat token into play. Treat this 
ioken as a 1/1 black creature. S| 


Leeching Licid Sulicid V1 a 
©, ©: Leeching Licid loses this ability and becomes 
a creature enchantment that reads “During the 
upkeep of enchanted creature's controller, Leeching 
Licid deals 1 damage to that player” instead of any 
other type of permanent. Move Leeching Licid onto 
target creature. You may pay 4 to end this effect. 
eSee Transmogrifying Licid for related rulings. TE 


Leshrac’s Rite EC 2 
Enchanted creature gains swampwalk. 5E 
Living Death Sore 32 


Remove from the game all creature cards in all 
graveyards. Then, put each creature that is in play 
into its owner’s graveyard. Then, take each creature 
card removed from the game with Living Death and 
put it into play under its owner’s control. TE 


Looming Shade SuShade 11 2@ 
®: Looming Shade gets +1/+1 until end of turn. US 


Lord of the Pit  SuDemon 7/74@@% 
Flying, trample. During your upkeep, sacrifice a crea- 
ture other than Lord of the Pit. If you cannot, Lord of 
the Pit deals 7 damage to you. * This upkeep costs is 
mandatory. If you have any other creatures in play at 
the time you play Lord of the Pit's upkeep ability, you 
must sacrifice one of them. If you can’t, Lord of the 
Pit deals 7 damage to you. This damage may be pre- 
vented normally-for example, with a CoP. «Because 
the sacrifice is a cost, you can sacrifice one Lord of 
the Pit to another, but you can't sacrifice two Lords 
of the Pit to each other. Paying one Lord's upkeep 
cost removes the other from play, thereby preventing 
you from paying the other's upkeep cost. bE 


Lost Soul Su Lost Soul 2/1 1 
Swampwalk. 5E 
Lurking Evil Ench ROR 


Pay half your life, rounded up: Lurking Evil becomes a 
4/4 creature with flying that counts as a Horror. US 
Maddening Im Sulm V1 2m 
Flying. @: All non-Wall creatures target opponent 
controls attack this turn if able. At end of turn, 
destroy each of those creatures that did not attack. 
Use this ability only during target opponent's turn and 
only before combat. TE 
Mana Leech SuWom V1 2® 
You may choose not to untap Mana Leech during 
your untap phase. «: Tap target land. As long as 
Mana Leech remains tapped, that land does not 
untap during its controller's untap phase. US 
Marsh Lurker SuBeast 3/2 34% 
Sacrifice a swamp: Marsh Lurker cannot be blocked this 
tum except by artifact creatures and black creatures. TE 
Megrim Ench 29 
Whenever any opponent discards a card, Megrim 
deals 2 damage to him or her. 

Mind Maggots Suinsects 2/2 3% 
When Mind Maggots comes into play, choose and 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


P/T Cost 


discard any number of creature cards. For each card 
discarded this way, put two +1/+1 counters on Mind 
Maggots. 


Mind Peel Sore = 
Buyback 2 44, Target player chooses and discards 
a card. SH 


Mind Ravel Sore 2m 
Target player chooses and discards a card. Draw a 
card at the beginning of the next turn. * This spell 
doesn't fizzle if the target has no cards, so you'll 
draw your card regardless. 5E 


Mind Warp Sore x3e 
Look at target player’s hand. He or she discards X 
cards of your choice. 5E 


Mindstab Thrull = SuThrull 2/2 1>@® 
Sacrifice Mindstab Thrull: Defending player chooses 
and discards three cards. Use this ability only if 
Mindstab Thrull is attacking and unblocked. 5E 


Mindwarper Su Spirit 0/0 2a 
Mindwarper comes into play with three +1/+1 coun- 
ters on it. 24%, Remove a +1/+1 counter from 
Mindwarper: Target player chooses and discards a 
card. Play this ability as a sorcery. 


Mindwhip Sliver SuSliver 2/2 2% 
Each Sliver gains “:2', Sacrifice this creature: Target 
player discards a card at random. Play this ability as 
a sorcery.” TE 
Minion of the Wastes Su Minion */* 3: aap 
Trample, When you play Minion of the Wastes, pay any 
amount of life. Minion of the Wastes has power and 
toughness each equal to that amount.e When Minion of 
the Wastes is about to come into play by any means 
other than being cast, you must choose an amount of 
life and pay it before Minion comes into play. TE 
Mole Worms SuWorms 11 2% 
You may choose not to untap Mole Worms during 
your untap phase. @: Tap target land, As long as 
Mole Worms remains tapped, that land does not 
untap during its controller’s untap phase. 5E 
Morgue Thrull SuThrull 2/2 2% 
Sacrifice Morgue Thrull: Put the top three cards of 
your library into your graveyard. $ 
Mortuary Ench 3a 
Whenever any creature is put into your graveyard 
from play, put that creature on top of your library. SH 
Murk Dwellerssu Murk Dwellers 2/2 3% 
If Murk Dwellers attacks and is not blocked, it gets 
+2/+0 until end of turn. 5E 


Title Type 


Nausea Sore te 
All creatures get -1/-1 until end of turn. EX 
Necrite Su Thrull 2/2 Pee 


Sacrifice Necrite: Destroy target creature defending 
player controls, That creature cannot be regenerated 
this turn, Use this ability only if Necrite is attacking 
and unblocked. 5E 


Necrologia Inst Oe 
Play Necrologia only during your discard phase, Pay 
% life: Draw X cards. EX 


Necropotence Ench SOS 
Skip your draw phase. Whenever you discard a card, 
remove that card from the game. Pay 1 life: Remove 
the top card of your library from the game. At the 
beginning of your discard phase, put that card into 
your hand. *Mecropotence doesn’t cause you to skip 
‘your draw phase unless it's in play when the phase 
begins, For example, you may skip your draw phase 
for effects such as Pursuit of Knowledge’s prior to 
when Necropotence would cause you to skip it. If 
another effect, such as the death of an Ivory 
Gargoyle, also causes you to skip that phase, you 
choose which effect actually causes you to skip it. If 
Necropotence’s effect lets you skip the phase, you'll 
still have to skip one later for the other effects. ° The 
activated ability removes cards from your library 
immediately, and puts them into your hand at the 
beginning of your next discard phase. The cards are 
put into your hand by Necropotence’s effect, not by 
the card itself, so you'll get them even if it leaves 
play. °The cards that are placed aside remain face 
down, However, if an effect makes the top card of 
your library visible, the card will remain face up when 
set aside, Cards are removed one at a time, so they 
all would be face up. All cards you discard are 
removed from the game, even if you discard them to 
somewhere other than your graveyard, This includes 
cards that are discarded as a cost. 5 


Nether Shadow SuShadow 1/1 &® 
Nether Shadow is unaffected by summoning sickness. 
At the end of your upkeep, if Nether Shadow is in 
your graveyard with at least three creature cards 
above it, you may put Nether Shadow into play. » This 
is a phase ability rather than an activated ability so 
Nether Shadow may be returned to play only once 
each turn, 5E 


Nightmare Su Nightmare */* 5 
Flying. Nightmare has power and toughness each 

equal to the number of swamps you control. 5E 
No Rest for the Wicked Ench 1® 


Sacrifice No Rest for the Wicked: Return to your 
hand all creature cards put into your graveyard from 
play this turn. US 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T Cost 


Oath of Ghouls Ench 1® 
During each player's upkeep, if there are more crea- 
ture cards in that player’s graveyard than in target 
opponent's graveyard, the player may return a crea- 
oi from his or her graveyard to his or her 

and. 


Sppression Ench 12e 
enever a player successfully casts a spell, that 
player chooses and discards a card. US 


Order of Yawgmoth Su Knight 2/2 2@@ 
Order of Yawgmoth cannot be blocked except by arti- 
fact creatures and black creatures. Whenever Order 
of Yawgmoth successfully deals damage to a player, 
that player chooses and discards a card. 


Paralyze EC CJ 
When Paralyze comes into play, tap enchanted crea- 
ture. Enchanted creature does not untap during its con- 
troller’s untap phase. That player may pay an additional 
4 during his or her upkeep to untap it. Because 

the untap cost is paid during upkeep, it may be paid 
more than once each turn. Untap costs are cumulative, 
so two Paralyzes increase untap cost to 8. bE 


Parasitic Bond EC 3 
During the upkeep of enchanted creature's controller, 
Parasitic Bond deals 2 damage to that player. US 
Sore 2 
Destroy all green creatures. Those creatures cannot 
be regenerated this turn. Tl 


Persecute Sore 222 
Choose a color. Look at target player’s hand. That 
player discards all cards of the chosen color, US 


Pestilence Ench 222 
At the end of any turn, if there are no creatures in 
play, sacrifice Pestilence, #: Pestilence deals 1 dam- 
age to each creature and player. °/f another “at end 
of turn” ability is scheduled to produce a creature or 
to remove the last creature from play, you can 
choose whether or not to play it before Pestilence's 
ability. Effects that last until end of turn, such as ani- 
mating a Mishra’s Factory, end before Pestilence 
checks for creatures, 5E,US 


Phyrexian Ghoul Su Zombie 22 2@ 
Sacrifice a creature: Phyrexian Ghoul gets +2/+2 
until end of turn. 


Pit Imp Sulmp 0/1 ® 
Flying. #: Pit Imp gets +1/+0 until end of turn. You 
cannot spend more than 44 in this way each tum. TE 
Pit Scorpion = SuScorpin 1/1 26 
If Pit Scorpion damages any player, he or she gets a 
poison counter. If any player has ten or more poison 
counters, he or she loses the game. 5 


Pit Spawn Su Beast 6/44 ee 
First strike. During your upkeep, pay 44% or sacri- 
fice Pit Spawn. If Pit Spawn damages any creature, 
remove that creature from the game. EX 


Plague Rats SuRats ** 2@ 
Plague Rats has power and toughness each equal to 
the number of Plague Rats in play. 5 


Plaguebearer  SuZombie 11 1® 
XX ®: Destroy target nonblack creature with total 
casting cost equal to X. EX 


Planar Void Ench ® 
Whenever a card is put into a graveyard, remove that 
card from the game. US 


Pox Sore PRS 
Each player loses 1/3 of his or her life; then chooses 
and discards 1/3 of his or her hand; then sacrifices 
1/3 of the creatures he or she controls; and then sac- 
rifices 1/3 of the lands he or she controls. Round 
each loss up. * This spell doesn’t use the word “tar- 
get,” so it's not targeted in any way. White Knights, 
Pincher Beetles, and so on are counted and sacrificed 
Just like any other creature. 5E 
Priest of Gix Su Minion 2/1 2 
When Priest of Gix comes into play, add 444 to 
your mana pool. US 
Rabid Rats SuRas 1 1® 
: Target blocking creature gets -1/-1 until end of 
turn, SH 
Rag Man SuRag Man 21 2@ 
©, ©: Look at target opponent's hand. That 
player discards a creature card at random. Use this 
ability only during your turn. 5E 
Rain of Filth Inst ® 
Each land you control gains “Sacrifice this land: Add 
® to your mana pool” until end of turn. */f a triggered 
effect such as Spreading Algae would cause one of your 
lands to be destroyed when tapped, the effect of Rain of 
Filth would allow you to sacrifice it in response, since 
this ability is played as a mana source. Rain of Filth, 
however, must already be in effect to use its ability, US 
Rain of Tears Sore 12 
Destroy target land. TE 
Raise Dead Sore ® 
Return target creature card in your graveyard to your 
hand. 5E 
Rats of Rath SuRats 2/1 4® 
g Destroy target artifact, creature, or land you a 
trol. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Ravenous Skirge 


Title Type P/T Cost 
Sulmp 1/1 22 
Flying. Whenever Ravenous Skirge attacks, it gets 
+2/+0 until end of turn. US 
Reanimate Sore 2 
Put target creature card from any graveyard into play 
under your control. Lose life equal to that creature's 
total casting cost. T 
Reckless Spite Inst 1&e 
Destroy two target nonblack creatures. Lose 5 life. TE 
Reclusive Wight Su Minion 4/4 3 
During your upkeep, if you control any other nonland 
permanents, sacrifice Reclusive Wight. 

Recurring Nightmare Ench 2@ 
Sacrifice a creature, Return Recurring Nightmare to 
owner's hand: Put target creature card from your 
graveyard into play. Play this ability as a sorcery. EX 
Reprocess Sore 222 
Sacrifice any number of artifacts, creatures, and/or 
lands and draw a card for each one’sacrificed this 
way. 

Revenant Su Spirit */* 
Flying. Revenant has power and toughness each 
equal to the number of creature cards in your grave- 
yard, SH 
Sadistic Glee EC = 
Whenever any creature is put into any graveyard 
from play, put a +1/+1 counter on enchanted crea- 
ture. TE 
Sanguine Guard Su knight 2/2 1@ 
First strike. 1 4: Regenerate Sanguine Guard. US 
Sarcomancy Ench & 
When Sarcomancy comes into play, put a Zombie 
token into play. Treat this token as a 2/2 black crea- 
ture. During your upkeep, if there are no Zombies in 
play, Sarcomancy deals 1 damage to you. TE 
Scare Tactics Inst ® 
All creatures you control get +1/+0 until end of tum. EX 


4® 


Scathe Zombies Su Zombies 2/2 2e 
5 
Screeching Harpy SuBeast 2/2 2®@ 


Flying. 1 4%: Regenerate Screeching Harpy. TE 
Sengir Autocrat Su Autocrat 2/2 3% 
When Sengir Autocrat comes into play, put three Serf 
tokens into play. Treat these tokens as 0/1 black 
creatures. If Sengir Autocrat leaves play, destroy all 
Serf tokens. */f Sengir Autocrat leaves play, it 
destroys all Serf tokens in play, not just the ones it 
created, regardless of who controls them. 5E 
Serpent Warrior Su Soldier 3/3 2@ 
When Serpent Warrior comes into play, lose 3 life. SH 
Servant of Volrath Su Minion 3/3 2% 
If Servant of Volrath leaves play, sacrifice a creature. TE 
Sicken EC ¥ 
Enchanted creature gets -1/-1. Cycling 2. US 
Skeleton Scavengerssu Skeletons0/0 2 
Skeleton Scavengers comes into play with one +1/+1 
counter on it. Pay 1 for each +1/+1 counter on 
Skeleton Scavengers: Regenerate Skeleton 
Scavengers and put a +1/+1 counter on it. SH 
Skirge Familiar Sulmp 3/2 4@ 
Flying. Choose and discard a card: Add 4 to your 
mana pool. Play this ability as a mana source. US 
Skittering Skirge  Sulmp 3/2 @® 
Flying. When you successfully cast a creature spell, 
sacrifice Skittering Skirge. US 
Skyshroud Vampire Su Vampire 3/3 3@ 
Flying. Choose and discard a creature card: 
Skyshroud Vampire gets +2/+2 until end of turn. TE 
Slaughter Inst 222 
Buyback-Pay 4 life. Destroy target nonblack creature. 
That creature cannot be regenerated this turn. EX 
Sleeper Agent  SuMinion 3/3 2 
When Sleeper Agent comes into play, target opponent 
gains control of it. During your upkeep, Sleeper Agent 
deals 2 damage to you. US 
Sorceress Queen Su Sorceress 1/1 1 
®: Target creature other than Sorceress Queen is 
0/2 until end of turn. * This effect overrides calculated 
power and toughness such as that of Nightmare or 
Dauthi Warlord. When the Queen's effect wears off, 
the creature returns to its normal power and tough- 
ness formula. A Sorceress Queen may target other 
Sorceress Queens, 5E 
Souldrinker Su Spirit 2/2 3@ 
Pay 3 life: Put a +1/+1 counter on Souldrinker. TE 
Spike Cannibal Su Spike 0/0 1@@ 
Spike Cannibal comes into play with one +1/+1 
counter on it. When Spike Cannibal comes into play, 
move all +1/+1 counters from all creatures onto 
Spike Cannibal. 
Spinal Graft EC 1® 
Enchanted creature gets +3/+3. If enchanted creature 
is the target of a spell or ability, destroy that creature. 
The creature cannot be regenerated this turn. TE 
Spined Fluke SuHorror 5/1 2 
en Spined Fluke comes into play, sacrifice a crea- 
ture, : Regenerate Spined Fluke. US 


ST - Stronghold 
EX - Exodus 


Stromgald Cabal Su Knights 2/2 


P/T Cost 


1S 
&, Pay 1 life: Counter target white spell. Play this 
ability as an interrupt. 5E 
Stronghold Assassinsu Assassin 2/1 1 @ 
&, Sacrifice a creature: Destroy target nonblack 
creature. 

Stronghold TaskmasterSu Minion4/3 2 
All other black creatures get -1/-1. SH 
Tainted ther Ench 222 
Whenever a creature comes into play, its controller 
sacrifices a creature or land, US 


Title Type 


Terror Inst 1® 
Destroy target nonartifact, nonblack creature. That 
creature cannot be regenerated this turn. 5E 
Thrull Retainer EC 

Enchanted creature gets +1/+1. Sacrifice Thrull 
Retainer: Regenerate enchanted creature. 5E 


THE GOOD 
The" Classic" Nethe 


CREATURES 

4 Juzam Djinn 
SPELLS 

1 Black Lotus 

4 Black Vise 

1 Demonic Tutor 

4 Ice Storm 

4 Lightning Bol 

1 Mox Emerald 

1 Mox Jet 

1 Mox Ruby 

3 Nether Voi 

1 Regrowth 

4 Sinkhole 

1 Sol Ring 

4 Stone Rain 
LAND 

4 Badlands 


3 Mountain 
4 Strip Mine 
3 Swamp 

4 Taiga 


Su Thrull = 1/1 


Thrull Surgeon 
1 ®, Sacrifice Thrull Surgeon: Look at target play- 

ers hand and choose one of those cards, That player 
discards that card. Play this ability as a sorcery. EX 


1® 


Torment EC 1® 
Enchanted creature gets -3/-0. SH 
Torture EC ® 
1 #: Put a -1/-1 counter on enchanted creature. 5E 
Tortured Existence —Ench 


f 
, Choose and discard a creature card: Return target 
creature card from your graveyard to your hand. SH 
Touch of Death Sore 22 
Touch of Death deals 1 damage to target player and 
you gain 1 life. Draw a card at the beginning of the 
next turn. 5E 


Unholy Strength EC ® 
Enchanted creature gets +2/+1. 5E 
Unnerve Sore 3 


Each of your opponents chooses and discards two 
cards, 

Unworthy Dead Su Skeletons 1/1 1& 
®: Regenerate Unworthy Dead. US 
Vampire Bats Su Bats 0/1 ® 
Flying. #: +1/+0 until end of turn. You cannot spend 
more than &¢ in this way each turn. 5E 
Vampire Hounds SuHounds 2/2 2@ 
Choose and discard a creature card: Vampire Hounds 
gets +2/+2 until end of turn. EX 
Vampiric Embrace EC 222 
Enchanted creature gets +2/+2 and gains flying. 
Whenever a creature successfully dealt damage by 
enchanted creature this turn is put into a graveyard, 
put a +1/+1 counter on enchanted creature. US 
Vebulid Su Horror 0/0 @ 
Vebulid comes into play with one +1/+1 counter on 
it. During your upkeep, you may put a +1/+1 counter 
on Vebulid. When Vebulid attacks or blocks, destroy it 


US - Urza’s Saga 


P/T Cost 


: Title Type 
at end of combat. US 
Victimize Sore 2m 


Choose two target creature cards in your graveyard. 
Sacrifice a creature. If you do, put the two chosen 
creatures into play tapped. 


Vile Requiem Ench 22H 
During your upkeep, you may put a verse counter on 
Vile Requiem. 1 #, Sacrifice Vile Requiem: Destroy 
up to X target nonblack creatures, where X is the 
number of verse counters on Vile Requiem. Those 
creatures cannot be regenerated this turn. US 
Volrath’s Dungeonenchantment 222 
Any player may pay 5 life during his or her turn to 
destroy Volrath’s Dungeon. Choose and discard a 
card: Target player chooses a card in his or her hand 
and puts that card on top of his or her library. Play 
this ability as a sorcery. EX 


Wall of Bone SuWall 1/4 2% 
: Regenerate. 5E 
Wall of Souls SuWall 0/4 1& 


Whenever Wall of Souls is dealt combat damage, it deals 
an equal amount of damage to target opponent. © SH 


Warp Artifact EA 2 
During the upkeep of enchanted artifact’s controller, 
Warp Artifact deals 1 damage to him or her. 5E 


Weakness EC 2 
Enchanted creature gets -2/-1. 5E 


Western Paladin Su Knight 3/3 2@@ 
®&®, ©: Destroy target white creature. US 


Witch Engine = SuHorror 4/4 5 
Swampwalk. @: Add 4444 to your mana 
pool. Target opponent gains control of Witch ate 


Wretched, The Su Wretched 2/5 3m 
At the end of combat, gain control of all creatures 
blocking The Wretched as long as you control 
The Wretched. The player that controls The 
Wretched at end of combat gains control of all 
creatures that blocked it. 5E 


Xenic Poltergeistsu Poltergeisti/1 1 a 
: Until your next upkeep, target noncreature 
artifact is an artifact creature with power 
and toughness each equal to its total cast- 
ing cost. (That artifact retains all of its origi- 
nal abilities.) *All permanents get summon- 
ing sickness, even though only creatures are 
affected by it. Thus, whether an artifact ani- 
mated by Xenic Poltergeist can attack or 
use its abilities is determined just as if it 
had been a creature all along. 5E 


Yawgmoth’s Edict Ench 1% 
Whenever one of your opponents successful- 
ly casts a white spell, that player loses 1 life 
and you gain 1 life. US 


Yawgmoth’s Will Soc 2® 
Until end of turn, you may play cards in your 
graveyard as though they were in your hand. 
Cards put into your graveyard this turn are 
removed from the game instead. 


Zombie Master Su Lord 2/3 1 
All Zombies gain “#: Regenerate” and swamp- 
walk. «Zombie Master is a Lord, not a Zombie, 

$0 it doesn’t grant its abilities to itself. 5E 


Academy Researchers Su Wizards 2/2 16@ 
When Academy Researchers comes into play, you 
may choose an enchant creature card in your hand 
and put that enchantment into play on Academy 
Researchers. US 


Ather Storm Ench 36 
Summon spells cannot be played. Any player may pay 
4 life to destroy Ather Storm. *Artifact creature 
spells aren't summon spells, so they can be played in 
spite of Ather Storm. * The ability to destroy A.ther 
Storm is an instant that any player can pay 4 life to 
play. It may be responded to normally, perhaps by 
returning A2ther Storm to its owner's hand with Time 
Elemental. As with any cost, the life is lost even if the 
effect turns out to do nothing. 5E 


Air Elemental SuElemental 4/4 366 
Flying. 5E 


Annul Intr ry 
Counter target artifact or enchantment spell. US 
Anti-Magic Aura EC 26 
Enchanted creature cannot be the target of enchant- 
ments, instants, or sorceries. This effect does not 
destroy Anti-Magic Aura. (Other enchantments on 
that creature are buried because their target is now 
illegal.) * This ability prevents the enchanted creature 
from being targeted by anything that is played as an 
enchantment, an instant, or a sorcery. This includes 


abilities played as any of these. 5E 
Arcane Laboratory —_Ench 2¢ 
Each player cannot play more than one spell each tum.US 
Attunement Ench 2¢ 
Return Attunement to owner's hand: Draw three 

cards, then choose and discard four cards. US 


‘ 


by 
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Title Type P/T Cost 
Azure Drake SuDrake 2/4 36 
Flying. 5E 
Back to Basics Ench 


26 
Nonbasic lands do not untap during their controllers’ 
untap phases. US 


Barrin, Master Wizardsu Legend 1/1 1¢6 
Barrin, Master Wizard counts as a Wizard. 2, 
Sacrifice a permanent: Return target creature to 
owner's hand. 


Benthic Behemoth Su Serpent 7/6 5 @ 66 
Islandwalk. TE 
Binding Grasp EC 36 
During your upkeep, pay 1° or destroy Binding 

Grasp, Gain control of enchanted creature. That crea- 
ture gets +0/+1. 5E 


Boomerang Inst ee 
Return target permanent to owner's hand. 5E 


Brainstorm Inst é 
Draw three cards. Then, put any two cards from your 
hand on top of your library in any order. * This effect 
generates two events: drawing three cards, and put- 
ting two cards on top of your library. Thus, abilities 
that trigger when cards are drawn will be played 
before cards are put back onto your library. For 
example, if you draw creature cards while you have 
Enduring Renewal in play, you'll discard them before 
being able to put cards on top of your library. SE 
Capsize Inst 166 
Buyback 3, Return target permanent to owner's 
hand. TE 


Catalog Inst 26 
Draw two cards, then choose and discard a card. US 
Chill Ench 16 
Red spells cost an additional 2 to play. TE 
Cloak of Mists EC 16 
Enchanted creature is unblockable. US 


Cloud Spirit Su Spit 3/1 2% 
Flying. Cloud Spirit can block only creatures with flying. SH 
Confiscate EP 466 
You control enchanted permanent. US 


Contempt EC 1 
If enchanted creature attacks, return that creature 
and Contempt to owner's hand at end of combat. SH 


Coral Merfolk = SuMerfolk 2/1 oe 


Counterspell Intr te 
Counter target spell. 5E,TE 
aig EC 1¢€ 
Enchanted creature gets +3/+8. If enchanted crea- 
ture attacks or blocks, sacrifice Cunning at end of 
turn. 


Curfew Inst é 
Each player chooses a creature he or she controls 

and returns it to owner's hand. US 
Curiosity EC é 
If enchanted creature damages an opponent, you may 
draw a card, EX 


Dance of Many Ench ee 
During your upkeep, pay @@ or sacrifice Dance of 
Many. When you play Dance of Many, choose target 
summon card. When Dance of Many comes into play, 
put a token creature into play and treat it as a copy 
of that summon card. If either Dance of Many or the 
token creature leaves play, sacrifice the other. °/f 
Dance of Many resolves without fizzling, it will pro- 
duce its token even if the target somehow disappears 
after resolution but before the token comes into play. 
This is because the ability of putting the token into 
play isn’t targeted. The token will be a copy of the 
target as it existed when Dance of Many came into 
play. *The token copies the target's casting cost, so it 
doesn't have a default total casting cost of 0 as most 
tokens do. 5E 


Dandan SuDandan 4/1 we 
Islandhome, 5E 


Dark Maze SuWall 4/5 46 
0: Dark Maze can attack this turn as though it were 
not a Wall. At end of turn, remove Dark Maze from 

the game. 5E 


Deflection Int 36 
Target spell with a single target now targets a new 
legal target of your choice, * When you play 
Deflection, you choose a target spell and a new tar- 
get for that spell, Deflection doesn't target the spell’s 
new target, nor does it change who is playing the 
spell. if the new target for the spell turns out to be 
illegal when Deflection resolves, it fizzles with no 
effect. *Deflection only targets a spell being cast, so 
although it may retarget a permanent such as Black 
Vise as it’s being cast, it can't do so once the perma- 
nent is in play. *Deflection can't target a spell that's 
interrupting another spell or ability, because the spell 
is already targeting its only legal target, namely the 
spell or ability it's interrupting. 5E 
Dismiss Intr 20¢ 
Counter target spell. Draw a card. TE 


Disruptive Student Su Wizard 11 26 
: Counter target spell unless its caster pays an 
additional ‘1, Play this ability as an interrupt. US 


/ 


Dominating Licid 


itle Type P/T Cost 


Sulicid Vl 1¢e¢€ 
1 @ © , : Dominating Licid loses this ability and 
becomes a creature enchantment that reads “Gain 
control of enchanted creature“ instead of any other 
type of permanent. Move Dominating Licid onto tar- 
get creature. You may pay @ to end this effect. *See 
Transmogritying Licid for related rulings. EX 


Douse Ench 2¢ 
1 @: Counter target red spell. Play this ability as an 
interrupt. US 
Drain Power Sore te 
Target player draws all mana from all lands he or she 
controls, Put all mana from that player's mana pool into 
yours. *7he target player can tap lands for mana and 
play spells and abilities using that mana before Drain 
Power steals it. Also, the player can control the amount 
and type of mana produced by his or her lands by tap- 
ping them for mana prior to the resolution. * Drain Power 
will draw as much mana as possible out of the target's 
lands, so if a land has more than one mana-producing 
ability, the one that will produce the mast mana is used, 
and it will produce as much mana as possible. If abilities 
tie in this respect, the land's controller decides which 
ability is used. For example, Havenwood Battleground 
would have to produce two mana, but a Veldt’s con- 
troller would choose which type of mana it produced. 
Also, a storage land would be drained of all its counters. 
If the land's ability requires making any choices other 
than how much mana to produce, the land's controller 
makes those choices, *Lands that don't produce mana 
are ignored. 5E 


Dream Cache Sore 26 
Draw three cards. Choose two cards from your hand 
and put both on either the top or the bottom of your 
library. TE 
Dream Halls Ench 366 
Instead of paying the casting cost for a spell of any 
color, its caster may choose and discard a card that 
shares at least one color with that spell. If the spell 
has & in its casting cost, X is 0.¢Dream Hall's ability 
is a continuous ability, not a replacement or triggered 
ability. (It's worded like a replacement ability for ease of 
understanding.) Discarding Guerrilla Tactics to pay for a 
red spell through your opponent's Dream Halls, for 
example, does not trigger the Tactic’s second ability. SH 
Dream Prowler ‘Sulllusin 15 266 
Dream Prowler is unblockable as long as no other 
creatures are attacking. $ 
Drifting Djinn SuDjinn 5/5 466 
Flying. During your upkeep, pay 1 @ or sacrifice 
Drifting Djinn. Cycling 2. US 
Duplici Ench 36 
When Duplicity comes into play, remove the top five 
cards of your library from the game, face down. 
During your upkeep, you may exchange all the cards 
in your hand for all the cards removed from the game 
with Duplicity. At the end of your turn, choose and 
discard a card. If you lose control of Duplicity, put 
into owner's graveyard all cards removed from the 
game with Duplicity. TE 
Enchantment Alteration Inst ry 
Move target enchantment from one creature to 
another or from one land to another. 


Energy Field Ench 1¢ 
Prevent all damage dealt to you from sources you do 
not control. When a card is put into your graveyard, 

sacrifice Energy Field. US 


Faoryy Flux Ench 2¢ 
All artifacts gain “During your upkeep, pay 2 or sac- 
rifice this artifact” * This effect gives each artifact an 
upkeep cost. This means, for example, that you can’t 
use an artifact's abilities until its upkeep cost is paid. 
It also means that you can’t use an artifact's mana- 
producing abilities until its upkeep cost effect has 
resolved: for example, a Mox Diamond can’t be used 
to pay its own upkeep cost. 5E 
Enervate Inst 16 
Tap target artifact, creature, or land. Draw a card at 
the beginning of the next turn. * This effect doesn't 
fizzle if the target is already tapped, so you still get 
the card. 5E 


Ephemeron Sulllusion 4/4 466 
Flying. Choose and discard a card: Return Ephemeron 
to owner's hand. EX 


Equilibrium Ench 1¢6 
Whenever you successfully cast a creature spell, you 
Pt pay ‘1 to return target creature to owner's be 
and. 


Ertai, Wizard Adept Su Legend 1/1 26 
Ertai, Wizard Adept counts as a Wizard. 2@ @, @: 
Counter target spell. Play this ability as an interrupt. EX 


Ertai’s Meddling - Intr xe 
When target spell is successfully cast, put X delay 
Counters on it. X cannot be 0. That spell does not 
resolve at the normal time. During each upkeep of that 
spell’s caster, remove a delay counter from the spell. If 
the spell has no delay counters on it, it resolves. */f a 
spell is targeted by more than one Ertai's Meddling, 
the spell will still only resolve once. The other 
Meddlings will attempt to have the spell resolve, but 
their effects will be ignored, because a spell can 
resolve only once each time it’s successfully cast. TE 


AC - Artifact Creature 
Art - Artifact 


ACLE PLAYER’S GUIDE 


Title Type P/T Cost 


ifterSu Shapeshifter3/4 3° ¢ 
As long as your opponent controls any creatures with 
flying, Escaped Shapeshifter gains flying. The same is 
true for first strike, trample, and protection from any 
color *When Escaped Shapeshifters check to see 
which abilities they copy, they evaluate everything 
that’s in play, ignoring the presence of other Escaped 
Shapeshifters. They then gain abilities based on 
whether opposing creatures have them. Escaped 
Shapeshifters don’t give each other abilities, much 
like Reflecting Pools don’t enable each other to pro- 
duce mana. Effects such as Radjan Spirit's can 
remove an Escaped Shapeshifter's copied abilities just 
as if the Shapeshifter had those abilities naturally. TE 


Evacuation Inst 366 
Return all creatures to owners’ hands. SH 
Exhaustion Sorc 26 


Creatures and lands target opponent controls do not 
untap during his or her next untap phase. 

Fade Away Sore 26 
For each creature, that creature’s controller pays 1 
or sacrifices a permanent. EX 
Feedback EE 26 
During the upkeep of enchanted enchantment's con- 
troller, Feedback deals 1 damage to him or her. 5E 


Fighting Drake = SuDrake 2/4 266 
Flying. TE 
Flight EC é 
Enchanted creature gains flying. 5E 
Flood Ench é 
@ @: Tap target creature without flying. 5E 
Fog Bank SuWall 0/2 16 


Flying. Fog Bank does not deal or receive combat 
damage. US 
Forbid Intr 166 
Buyback-Choose and discard two cards. Counter tar- 
get spell. EX 
Force Spike Intr 
Counter target spell unless its caster pays an addi- 
tional 1. 5E 
Forget Sorc ee 
Target player chooses and discards two cards, then draws 
as many cards as he or she discarded in this way.  5E 
lamarid SuBeast 13 166 
Flying. Fylamarid cannot be blocked by blue crea- 
tures. @: Target creature is blue until end of turn. TE 


Gaseous Form EC 2¢ 
Enchanted creature neither deals nor receives combat 
damage. 5E,TE 
Giant Crab SuCrb 3/3 4¢ 


‘: Until end of turn, Giant Crab cannot be the target 
of spells or abilities. TE 


Gilded Drake SuDrake 3/3 1@ 
Flying. When Gilded Drake comes into play, exchange 
control of Gilded Drake for target creature one of 

your opponents controls or sacrifice Gilded Drake. US 


Glacial Wall Su Wall 0/7 oe 
5 


Gliding Licid Sulicid 2/2 26 
, ©: Gliding Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
gains flying” instead of a creature. Move Gliding Licid 
onto target creature. You may pay @ to end this effect. 
See Transmogrifying Licid for related rulings. SH 


Great Whale SuWhale 5/5 566 
When Great Whale comes into play, untap up to 
seven lands. 


Hammerhead Shark SuFish 2/3 dé 
Hammerhead Shark cannot attack unless defending 
player controls any islands. $ 


Hermetic Study EC 16 
Enchanted creature gains “<@: This creature deals 1 
damage to target creature or player.” Ss 


Hesitation Ench 16 
If any spell is played, counter that spell and sacrifice 
Hesitation. SH 


Hibernation Inst 26 
Return all green permanents to owners’ hands. US 


Homarid Warrior SuHomarid 3/3 46 
@: Homarid Warrior cannot be the target of spells or 
abilities until end of turn and does not untap during 
your next untap phase. Tap Homarid Warrior. *Once 
its ability resolves, any earlier spells or abilities in the 
batch that targeted Homarid Warrior will fizzle, as it 
will be an invalid target by the time they resolve. 

* Tapping Homarid Warrior is part of the effect, not 
the cost, so you can play the ability if Homarid 
Warrior has summoning sickness or is already tapped. 
Enchantments already in play are permanents, not 
spells or abilities, so this effect won't destroy 


enchantments already on Homarid Warrior. 5E 
Horned Turtle SuTurle 1/4 2 4 
Horseshoe Crab = SuCrah 1/3 2 
@: Untap Horseshoe Crab. US 
Hurkyl’s Recall Inst 1¢ 


Return to target player's hand all artifacts in play he 
or she owns, °/f isn’t important who controls the arti- 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
facts owned by the target player. 5E 
Hydroblast Intr rs 


Counter target spell if it is red, or destroy target per- 
manent if it is red. (/f this spell targets a permanent, 
play it as an instant.) ° This is a modal spell that's 
played either to counter a spell or to destroy a per- 
manent. If Hydroblast is played as an interrupt, it's 
targeting its only legal target (whatever it interrupts), 
and if it's played as an instant, it can target only per- 
manents. Thus, you wouldn't be able to Deflect it 
from one type of target to another. 


Imaginary Pet = Sulilusion 4/4 
During your upkeep, if you have a card in hand, 
return Imaginary Pet to owner's hand. 


Insight Ench 26 
Whenever target opponent successfully casts a green 
spell, draw a card. TE 


Interdict Intr 16 
Counter target artifact, creature, enchantment, or 
land ability requiring an activation cost. Activated 
abilities of that permanent cannot be played again 
this turn. Draw a card. TE 


Intruder Alarm Ench 26 
Creatures do not untap during their controllers’ untap 
phases. Whenever any creature comes into play, 

untap all creatures. $s 


Intuition Inst 26 
Search your library for any three cards and reveal 
them to target opponent. He or she chooses one, Put 
that card into your hand and the rest into your grave- 
yard. Shuffle your library afterwards. TE 


Juxtapose Sorc 36 
Exchange with target player control of the creature 
with the highest total casting cost that you each con- 
trol. If two or more creatures are tied for highest total 
casting cost creature a player controls, he or she 
chooses between them. Exchange control of artifacts in 
the same way. This effect will attempt to swap crea- 
tures and then attempt to swap artifacts. Each 
exchange is made if possible, but failure of one doesn’t 
restrict the other. *Note that the spell doesn’t target the 
creatures and/or artifacts, so abilities such as protec- 
tion don't make a creature immune to being swapped. 
Creatures and artifacts aren't surveyed until it's time 
to exchange that type of permanent, so it's possible for 
an artifact creature to be exchanged twice: once when 
creatures are exchanged, and then again when artifacts 
are exchanged, even if its new controller didn’t control 
any artifacts at the beginning of resolution. 5E 


9g! ofthe Mind SuWizard 12 €¢@ 
@, >: Draw a card. Play this ability only if target oppo- 
nent has at least two more cards in hand than you. EX 


Killer Whale SuWhale 3/5 366 
‘@: Killer Whale gains flying until end of turn. © EX 


Krovikan Sorcerer SuWizard 11 2 
&, Choose and discard a nonblack card: Draw a 

card. , Choose and discard a black card: Draw two 
cards, then choose and discard one of them. 5E 


Labyrinth MinotaurSu Minotaur 1/4 93 @ 
If Labyrinth Minotaur blocks any creature, that crea- 
ture does not untap during its controller's next untap 
phase. 5 


Launch EC 16 

Enchanted creature gains flying. When Launch is put 

hake graveyard from play, return Launch to a 
and. 


Leap Inst ¢ 
Target creature gains flying until end of turn. Draw a 
card, SH 


Legacy’s Allure Ench 66 
During your upkeep, you may put a treasure counter on 
Legacy’s Allure. Sacrifice Legacy's Allure: Permanently 
gain control of target creature with power no greater than 
the number of treasure counters on Legacy's Allure. TE 


Legerdemain Sore 266 
Permanently exchange control of target artifact or 
creature for control of target permanent of the same 
type. TE 
Leviathan Su Leviathan 10/10 S666 
Trample. Leviathan comes into play tapped and does 
not untap during your untap phase. Each turn, 
Leviathan cannot attack unless you sacrifice two 
additional islands. Sacrifice two islands: Untap 
Leviathan. Use this ability only during your upkeep. 5E 


Lifetap Ench ee 
Whenever any forest target opponent controls 
becomes tapped, gain 1 life. ° This ability triggers once 
for each and every forest the opponent controls that 
becomes tapped, regardless of when it was tapped. If 
more than one such forest becomes tapped at the 
same time, the ability triggers once for each. 5E 
Lilting Refrain Ench 16 
During your upkeep, you may put a verse counter on 
Lilting Refrain. Sacrifice Lilting Refrain: Counter tar- 
get spell unless caster pays an additional x, where 
X is the number of verse counters on Lilting Refrain, 
Play this ability as an interrupt. US 
— Mirage EL 1 
Enchanted land is an island. Cycling 2. US 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T Cost 


Lord of Atlantis Sulord 22 66 
All Merfolk get +1/+1 and gain islandwalk. ° See 
Zombie Master for related rulings. 5E 


Magical Hack Intr é 
Permanently change the text of target permanent or 
spell by replacing all instances of one basic land type 
with another. (For example, you may change “swamp- 
walk” to “plainswalk.” If this spell targets a permanent, 
play it as an instant, «Because Magical Hack targets 
Spells only when played as an interrupt and perma- 
nents only when played as an instant, it can’t be 
Deflected from one type of target to the other. When 
you play the spell, you choose two different basic land 
words; when this effect resolves, each instance of the 
first land word is changed to the second. Thus, if 
someone responds with another spell or ability that 
edits the text such that the first land word no longer 
appears on the card when this effect resolves, this 
effect will do nothing. Note that card names are never 
“land words” or “color words” so may not be edited. 

* This spell simply targets spells and permanents, not 
spells or permanents containing a land word. So, you 
can target a spell or permanent with no basic land 
words in its text. There are only five basic land types: 
plains, island, swamp, mountain, and forest. This spell 
cannot add or delete the term “snow-covered.”  5E 


Magus of the UnseenSu Wizard 1/1 2 
1 @, ©: Untap target artifact an opponent controls 
and gain control of it until end of turn. That artifact is 
unaffected by summoning sickness this turn. Tap arti- 
fact if you lose control of it at end of this turn. ¢ This 
ability targets any artifact, so it will affect untapped 
artifacts normally. * The artifact becomes tapped if, and 
after, you lose control of it at end of turn. If you don’t 
actually lose control of the artifact (for example, if the 
Magus’s control effect is overridden by a later effect), 
the artifact doesn't become tapped. The artifact is 
unaffected by summoning sickness this turn, even if it 
isn’t a creature when you gain control of it 5E 
Mana Breach Ench 26 
Whenever any player plays a spell, that player returns 
a land he or she controls to owner's hand. EX 
Mana Leak Intr i¢ 
Counter target spell unless its caster pays an addi- 
tional 3. SH 
Mana Severance Sorc 16 
Search your library for any number of land cards and 
remove them from the game. Shuffle your library 
afterwards, TE 
Manta Riders = SuMerfolk 1/1 é 
¢: Manta Riders gains flying until end of turn. TE 
Mask of the Mimic inst ¢ 
Sacrifice a creature: Search your library for any copy 
of target creature card and put it into play. Shuffle 
your library afterwards. SH 


Maweor Su Beast 3/3 366 
Flying. : Maweor deals 1 damage to target crea- 
ture or player. TE 
Meditate Inst 26 
Skip your next turn: Draw four cards, TE 
Memory Lapse Intr Le 
Counter target spell but put it on top of owner’s 
library instead of in his or her graveyard. 5E 
Merfolk Looter SuMerfolk 11 a@ 


: Draw a card, then choose and discard a card, EX 
Merfolk of the Pearl Trident Su Merfolk 1/1 4 
5 


Mind Bomb Sore é 
Mind Bomb deals 3 damage to each player. Each play- 
er may choose and discard up to three cards to pre- 
vent an equal amount of damage to him or her from 
Mind Bomb. This effect doesn’t force anyone to dis- 
card, but simply provides an additional means of pre- 
venting the damage at the cost of discarding a card. 
Thus, the discards are considered to be voluntary. i 
Mind Games Inst 

Buyback 2'@. Tap target artifact, hey or land. SH 
Mind Over Matter = Ench 9 ener 
Choose and discard a card: Tap or untap target arti- 
fact, creature, or land. EX 
Mirozel Sulllusion 2/3 36 
Flying. If Mirozel is the target of any spell or ability, 
return Mirozel to owner’s hand. EX 
Mnemonic Sliver SuSlver 2/2 @% 
Each Sliver gains “2, Sacrifice this creature: Draw a 
card” TE 
Morphling —SuShapeshifter 3/3 346 
@: Untap Morphling. @: Morphling gains flying until 
end of turn. @: Morphling cannot be the target of 
spells or abilities until end of turn. 1°: Morphling gets 
+1/-1 until end of turn. ‘+; Morphling gets -1/-+1 

until end of turn. US 
Oath of Scholars Ench 36 
During each player's upkeep, if that player has fewer 
cards in hand than target opponent, the player may 
discard his or her hand and draw three cards. © EX 


Pendrell Drake © Su Drake 2/3 36 
Flying. Cycling 2. US 
Pendrell Flux EC 1 


Enchanted creature gains “During your upkeep, pay 


EC - Enchant Creature 
Intr - Interrupt 


5E - Fifth Edition 
TE - Tempest 


Title Type P/T Cost 


this creature's casting cost or sacrifice it” US 


Peregrine Drake Su Drake 2/3 46 
Flying. When Peregrine Drake comes into play, untap 
up to five lands. US 


Phantasmal ForcesSu Phantasm 4/1 36 
Flying. During your upkeep, pay @ or sacrifice 
Phantasmal Forces, 

Phantasmal Terrain = EL ee 
Enchanted land is a basic land type of your choice, 

° You may choose only one of the five basic land 
types: plains, island, swamp, mountain, or forest. Also, 
you choose the land type as you play Phantasmal 
Terrain, not when it comes into play. 

Phantom MonsterSu Phantasm 3/3 316 
Flying. 5E 
Pirate Ship SuShip 4/3 46 
Islandhome, G: Pirate Ship deals 1 damage to target 
creature or player. 5E 
Portent Sore é 
Look at the top three cards of target ie library, then 
shuffle that library or put those three cards back on top 
of it in any order. Draw a card at the beginning of the 
next tun. e/f the target player's library has fewer than 
three cards, you simply look at what's left and choose 
whether to order those cards or to shuffle them, 


| DID YOU NOTICE... 


5E 


superimposed over the digital file, 


Power Sink Intr x6 
Counter target spell unless that spell’s caster pays an 
additional . If he or she does not, tap all mana-pro- 
ducing lands that player controls and remove all mana 
from his or her mana pool, *See Drain Power for rul- 
ings related to forcing lands to be tapped for mana. 
*Power Sink ignores lands whose mana can’t be used 
to pay for Power Sink, such as Mishra’s Workshop, 
and lands that can’t produce mana at all, 5E,TE,US 


Power Taint EE 16 
During the upkeep of enchanted enchantment’s con- 
troller, that player pays 2 or loses 2 life. Cycling 2.US 
Precognition Ench 46 
During your upkeep, you may look at the top card of 
target opponent's library. You may then put that card 
on the bottom of his or her library. E 


Prodigal Sorcerer SuWizad 1/1 2@¢@ 
: Prodigal Sorcerer deals 1 damage to target crea- 
ture or player. 5E 


Propaganda Ench 26 
Each turn, each creature cannot attack you unless its 
controller pays an additional 2° for that creature. TE 


Psychic Venom ae 1é 
Whenever enchanted land becomes tapped, Psychic 
Venom deals 2 damage to that land's controller. 5E 


Ransack Sore 36 
Look at the top five cards of target player’s library. 

Put any number of those cards on the bottom of that 
player's library in any order and the rest on top of the 
player's library in any order. SH 


Ray of Command Inst 36 
Untap target creature an opponent controls and gain 
control of it until end of turn. That creature is unaffected 
by summoning sickness this turn. If you lose control of 
the creature at end of this turn, tap it. «Ray of 
Command targets a creature, not a tapped creature, so 
it may steal a creature that's already untapped. * The 
creature becomes tapped only if you lose control of it at 
end of turn, It becomes tapped after you lose control of 
it and will have summoning sickness at that point. 5E 


Rebound Intr 1é 
Target spell, which targets only a single player, tar- 
gets another player of your choice instead. SH 
Recall Sore xX 
Choose and discard X cards: Return X target cards in 
your graveyard to your hand. Remove Recall from the 
game. *Fizzling against one target doesn't cause 
other parts of the effect to fail, but fizzling against all 
targets does cause the nontargeted parts to fail. If 
some of Recall's targets are missing when it resolves, 
the rest are returned to your hand and Recall is 
removed from the game, but if all of them are miss- 
ing, Recall isn’t removed from the game. 5E 


Recantation Ench 366 
During your upkeep, you may put a verse counter on 
Recantation. @, Sacrifice Recantation: Return up to 
X target permanents to owner's hand, where X is the 
number of verse counters on Recantation. US 
Reef Pirates Su Ships 2/2 1¢6 
If Reef Pirates damages any opponent, put the top card 
of that player's library into his or her graveyard.  5E 


ST - Stronghold 
EX - Exodus 


Artist Jesper Myrtors standing on the shore o 
Island? He's there! If you look at the center o 
picture, you'll see a tree, another tree, Silent Bo 
a tree. ..wait a minute! Despite what you may bel 
the trenchcoated figure is actually Jesper, from 


US - Urza’s Saga 


Title Type P/T Cost 


Reins of Power Inst 266 
You and target opponent each untap and gain control 
of all creatures the other controls until end of turn. 
Those creatures are unaffected by summoning sick- 
ness this turn, SH 
Remove Soul Intr 1é 
Counter target summon spell. ¢Artifact creature spells 
aren't summon spells, so Remove Soul can’t target 
them. 5E 
Rescind Inst ree 
Return target permanent to owner's hand. Cycling 2. US 
Rewind Intr 266 
Counter target spell. Untap up to four lands. US 
Robe of Mirrors EC é 
Enchanted creature cannot be the target of spells or 
abilities, EX 
Rootwater Diver SuMerfolk 1/1 é 
®&, Sacrifice Rootwater Diver: Return target artifact 
card from your graveyard to your hand, TE 
Rootwater Hunter Su Merfok 11 26 
: Rootwater Hunter deals 1 damage to target crea- 
ture or player. TE 


Rootwater Matriarchsu Merfolk 2/3 26 
: Gain control of target creature as long as that 
creature has any enchantments on it. TE 
Rootwater Mystic Su Merfolk 1/1 

1-@: Look at the top card of target player's library. EX 
Rootwater Shaman Su Merfolk 2/2 26 
You may play creature enchantments whenever you 
could play instants. TE 
Sandbar Merfolk SuMerfolk 1/1 ¢ 
Cycling 2. US 
Sandbar Serpent SuSerpent 3/4 4¢ 
Cycling 2. US 
School of Piranha SuFish 3/3 Ye 
During your upkeep, pay 1° @ or sacrifice School of 
Piranha. EX 
Scrivener Su Townsfolk 2/2 46 
When Scrivener comes into play, you may return tar- 
get instant or interrupt card from your graveyard to 
your hand. E 
Sea Monster Su Serpent 6/6 466 
Sea Monster cannot attack unless defending player 
controls any islands. TE 
Sea Serpent Su Serpent 5/5 36 
Islandhome, 5E 


Sea Spirit Su Spit 2/3 46 


~@: Sea Spirit gets +1/+0 until end of turn. 5E 


Sea Sprite SuFere Wo 16 
Flying, protection from red. 5E 
Seasinger SuMerfok O/1 106 
If you control no islands, sacrifice Seasinger. You may 
choose not to untap Seasinger during your untap 
phase, @: Gain control of target creature whose con- 
troller controls any islands as long as you control 
Seasinger and Seasinger remains tapped. 5E 
Segovian Leviathansu Leviathan 3/3 4 
Islandwalk, 5E 
Shadow Rift Inst ¢ 
Target creature gains shadow until end of turn. Draw 
a card, TE 
Shimmering Wings — EC 6 
Enchanted creature gains flying. @: Return 
Shimmering Wings to owner's hand. 

Show and Tell Sore 26 
Each player may choose an artifact, creature, 
enchantment, or land card in his or her hand and put 
that permanent into play. US 
Sibilant Spirit Su Spirit 5/6 54 
Flying. If Silent Spirit attacks, defending player may 
draw a card. 5E 
Sift Sorc 36 
Draw three cards, then choose and discard a card. SH 
Silver Wyvern Su Drake 4/3 366 
Flying. @: Target spell or ability, which targets only 
Silver Wyvern, targets another creature of your choice 
instead, Play this ability as an interrupt. 


Title Type 
Skyshroud Condor SuBird 2/2 ae 


Flying. You cannot play Skyshroud Condor unless you 
have successfully cast another spell this turn. TE 


Sleight of Mind Intr 

Cha the text of target permanent or spell by 
replacing all instances of one color word with another. 
(For example, you may change “nongreen creature” to 
“nonred creature.” If this spell targets a permanent, 
play it as an instant, «See Magical Hack for related 
rulings. * There are only five color words: white, blue, 
black, red, and green. “Colorless” isn't a color word, 5E 


Somnophore Sulllusion 2/2 26% 
Flying. Whenever Somnophore successfully deals dam- 
age to a player, tap target creature that player controls, 
That creature does not untap during its controller's 
untap phase as long as Somnophore remains in play. US 


Soul Barrier Ench 26 
Whenever target opponent successfully casts a sum- 
mon spell, Soul Barrier deals 2 damage to him or her. 
That player may pay 2 to prevent this damage. 

This effect doesn’t trigger until the summon spell is 
suocessfully cast. Creatures put directly into play 

won't trigger Soul Barrier. 5E 


Spell Blast Intr xe 
Counter target spell with total casting cost equal to %<. 5ETE 


Spindrift Drake = SuDrake 2/1 é 
Flying. During your upkeep, pay @ or sacrifice 
Spindrift Drake. 

Spire Owl SuBid VW 1é 
Fig When Spire Ow! comes into play, look at the 
top four cards of your library and put them back in 
any order. US 


Stasis Ench Le 
Each player skips his or her untap phase. During 
your upkeep, pay @’ or sacrifice Stasis. *Phasing 
occurs at the beginning of untap, so Stasis will 
shut down the phasing ability and stop anything 

that's phased out from phasing back in. A creature 

that's phased out doesn't stay phased out forever but 
phases back in the next time its controller gets an 
untap phase. 


Steal Artifact EA 266 
Gain control of enchanted artifact. * You gain control 
of the artifact only as long as Steal Artifact is on it 
This can be overridden normally by subsequent con- 
trol effects. 5E 


Steal Enchantment EE 
Gain control of enchanted enchantment. TE 


Stern Proctor = SuWizard 12 6 
When Stern Proctor comes into play, return target 
artifact or enchantment to owner's hand. 


Stinging Licid Sulicid 11 Le 
1°@, &: Stinging Licid loses this ability and becomes 
a creature enchantment that reads “Whenever 
enchanted creature becomes tapped, Stinging Licid 
deals 2 damage to that creature’s controller” instead of 
any other type of permanent. Move Stinging Licid onto 
target creature. You may pay @ to end this effect. 
eSee Transmogrifying Licid for related rulings. TE 


Stroke of Genius Inst x26 
Target player draws X cards. US 
Sunder Inst 366 
Return all lands to owners’ hands. US 
Telepathy 


Ench é 
Each of your opponents plays with his or her hand 
revealed. US 
Thalakos Deceiver Su Wizard 1 3% 
Shadow. Sacrifice Thalakos Deceiver: Gain control of 
target creature permanently, Use this ability only if 
Thalakos Deceiver is attacking and unblocked. SH 
Thalakos DreamsowerSu Wizard 1/1 9-2) 
Shadow. You may choose not to untap Thalakos 
Dreamsower during your untap phase. If Thalakos 
Dreamsower damages any opponent, tap target crea- 
ture, As long as Thalakos Dreamsower remains 
tapped, that creature does not untap during its con- 
troller’s untap phase. TE 
Thalakos Drifters Su Townsfolk 3/3 2606 
Choose and discard a card: Thalakos Drifters gains 
shadow until end of turn. EX 
Thalakos Mistfolk Su tlusion 2/1 2 
Shadow, @/: Put Thalakos Mistfolk on top of owner's 
library. TE 
Thalakos Scout SuSoldier 21 26 
Shadow. Choose and discard a card: Return Thalakos 
Scout to owner's hand. EX 
Thalakos Seer Su Wizard 1/1 361 
Shadow. If Thalakos Seer leaves play, draw a card. TE 
Lc ning Sentry SuSolder 12 26 
Shadow. TE 
Theft of Dreams Sore 26 
For each tapped creature target opponent controls, 
draw a card. EX 
Tidal Surge Sore Pe 
Tap up to three target creatures without flying. SH 
Tidal Warrior == SuMerfok 1/1 é 
®: Target land is an island until end of turn. SH 
Time Ebb Sore 2¢ 
Put target creature on top of owner's library. TE 


Type P/T Cost 


Time Elemental Su Elemental 0/2 2¢ 
If Time Elemental attacks or blocks, it deals 5 dam- 
age to you and is sacrificed at end of combat. 

2 @ @, >: Return target permanent with no 

‘on it to owner's hand. « The first ability 

is played in its entirety at end of combat, rather than 
one part of it (“deals 5 damage to you”) being played 
immediately and the other part (“is sacrificed’) being 
played at end of combat. 5E 
Time Spiral Sore 46 
Remove Time Spiral from the game. Each player shuf- 
fles his or her graveyard and hand into his or her library, 
then draws seven cards, You untap up to six lands. US 


Time Warp Sore 366 
Target player takes an extra turn after this one. TE 
Tolarian Winds Inst 


1¢@ 
Discard your hand, then draw that many cards, US 


Tradewind Rider  SuSpirt 14 36 
Flying. &, Tap two creatures you control: Return tar- 
get permanent to owner's hand. TE 


Treasure Trove Ench 206 
2 @: Draw a card. EX 
Turnabout Inst 266 


Tap or untap all artifacts, creatures, or lands target 
player controls, US 


Twiddle Inst ¢ 
Tap or untap target artifact, creature, or land. 

© Twiddle doesn’t prevent the target's controller from 
using the target; it forces him or her to use the tar- 
get now, or not at all, «Abilities that trigger when the 
target becomes tapped (or untapped) trigger normal- 
ly. * This is a modal spell that's played either to tap or 
to untap its target; it doesn’t simply toggle the target 
when it resolves, It can be Deflected from one type of 
permanent to another, but that won't change whether 
the target is to be tapped or untapped. 5E 


Twitch Inst 26 
he untap target artifact, creature, or land. Draw a 
card. Tl 


Unstable Mutation EC ¢ 
Enchanted creature gets +3/+3. During its con- 
roller’s upkeep, put a -1/-1 counter on enchanted 
creature. 

Unstable Shapeshifter Su Shapeshifter 0/1 3 
Whenever any creature card or creature token comes 
into play, Unstable Shapeshifter becomes a copy of 


hat card or token and gains this ability. TE 
Unsummon Inst ¢ 
Return target creature to owner’s hand. 5E 
Updraft Inst Le 


Target creature gains flying until end of turn. Draw a 
card at the beginning of the next turn. You get the 
card even if the targeted creature already has flying.5E 


Veil of Birds Ench ¢ 

When one of your opponents successfully casts a 

spell, if Veil of Birds is an enchantment, Veil of Birds 

pee a 1/1 creature with flying that counts as i 5 
ird. 


Veiled Apparition Ench te 
When one of your opponents successfully casts a 
spell, if Veiled Apparition is an enchantment, Veiled 
Apparition becomes a 3/3 creature with flying and 
“During your upkeep, pay 1) or sacrifice Veiled 
Apparition” and that counts as an Illusion. US 


Veiled Crocodile Ench 26 
When a player has no cards in hand, if Veiled Crocodile 
is an enchantment, Veiled Crocodile becomes a 4/4 
creature that counts as a Crocodile. 


Veiled Sentry Ench ¢ 
When one of your opponents successfully casts a 
spell, if Veiled Sentry is an enchantment, Veiled 
Sentry becomes a creature with power and tough- 
ness each equal to the total casting cost of that spell 
and that counts as an Illusion, US 


Veiled Serpent Ench 26 
When one of your opponents successfully casts a 
spell, if Veiled Serpent is an enchantment, Veiled 
Serpent becomes a 4/4 creature that cannot attack 
unless defending player controls an island and that 
counts as a Serpent. Cycling 2. U 


Vodalian Soldiers SuMerfok 1/2 e 


Volrath’s Curse EC 1é@ 
Enchanted creature cannot attack, block, or play any 
ability requiring an activation cost. That creature's 
controller may sacrifice a permanent to ignore this 
ability until end of turn, 1): Return Volrath’s Curse 
to owner's hand, TE 


Volrath’s Shapeshifter Su Shapeshifter 0/1 1 @i% 
As long as the top card of your graveyard is a crea- 
ture card, Volrath’s Shapeshifter is a copy of that 
card with this ability and the ability “2: Choose and 
discard a card” added to it. Any undefined characteris- 
tics are not copied. 2: Choose and discard a card SH 
Walking Dream Sulllusion 3/3 3 
Walking Dream is unblockable. Walking Dream does 
not untap during your untap phase if any opponent 
controls two or more creatures, SH 
Wall of Air Su Wall 1/5 


1¢¢ 
Flying. 5E 


Wall of Tears 


CLE PLAYER’S GUIDE 


Type P/T Cost 


Su Wall 0/4 1¢ 
If Wall of Tears blocks any creatures, return each of 
those creatures to owner’s hand at end of combat.SH 


Wayward Soul Su Spirit 2 6 @ 3/2 
Flying. @': Put Wayward Soul on top of owner's 
library. 

Whim of Volrath Inst é 
Buyback 2. Change the text of target permanent by 
replacing all instances of one color word or basic 

land type with another until end of turn. See Magical 
Hack for related rulings. TE 


Whiptongue Frog) SuFog 13 26 
@: Whiptongue Frog gains flying until end of turn. EX 


Whispers of the Muse Inst é 
Buyback 5. Draw a card. TE 


Wind Dancer SuFere Vl 1é 
Flying. : Target creature gains flying until end of 
turn. TE 
Wind Drake SuDrake 2/2° 26 
Flying. TE 
Wind Spirit Su Spirit 3/2 46 
Flying. Wind Spirit cannot be blocked by only one 
creature. 5E 


Windfall Sore 26 
Each player discards his or her hand and draws cards 
equal to the greatest number a player discarded this 
way. US 
Winged Sliver Su Sliver 11 1 
All Slivers gain flying, TE 
Wizard Mentor SuWizard 22 20 
>: Return Wizard Mentor and target creature you 
control to owner’s hand. US 


Zephid Sulllusion 3/4 466 
Flying. Zephid cannot be the target of spells or abili- 
ties. US 
railed Embrace EC 266 
Enchanted creature gets +2/+2, gains flying, and 
cannot be the target of spells or abilities. US 


Zephyr Falcon =  SuFaloon 11 1 
Flying, Attacking does not cause Zephyr Falcon to tap. 5E 


Zur’s Weirdin Ench a¢ 
Players play with their hands face up. Whenever any 
player draws a card, any other player may pay 2 life 
to force the drawing player to discard that card. ° This 
ability will trigger during each card-drawing event 
and will be played right after that event. This means 
that it often will be played in the middle of an 
effect’s overall resolution, between separate events of 
that resolution. * This is a forced discard, so Library of 
Leng and so forth apply. 5E 


GOLD 


Acidic Sliver Su Sliver 2/2 ®@ 
Each Sliver gains “2, Sacrifice this creature: This crea- 
ture deals 2 damage to target creature or player” SH 


Crystalline Sliver Su Sliver 2/2 
Slivers cannot be the target of spells or abilities. SH 


Dracoglasiy Su Shapeshifter */* @@ 
Flying. When you play Dracoplasm, sacrifice any 
number of creatures. Dracoplasm comes into play 
with power equal to the total power of the sacrificed 
creatures and toughness equal to the total toughness 
of those creatures, @: Dracoplasm gets +1/+0 until 
end of turn, TE 


Hibernation Sliver Su Sliver 2/2 
Each Sliver gains “2. Pay 2 life: Return this creature 
to owner’s hand?’ SH 


Lobotomy Sor 26% 
Look at target player's hand and choose any of those 
cards other than a basic land. Search that player’s 
graveyard, hand, and library for all copies of the cho- 
sen card and remove them from the game. That play- 
er shuffles his or her library afterwards. TE 
Ranger en-Vec Su Soldier 2/2 dieae 
First strike. 4: Regenerate Ranger en-Vec. TE 
Segmented Wurm SuWum 5/5 sem 
Whenever Segmented Wurm is the target of a spell 
or ability, put a -1/-1 counter on it. TE 
Selenia, Dark Angel Su Legend 3/3 3am 
Flying. Selenia, Dark Angel counts as an Angel. Pay 2 
life: Return Selenia to owner’s hand. TE 
Sky Spirit Su Spirit 2/2 
Flying, first strike, 
Sliver Queen Su Legend 7/7 2&4 aoa 
Sliver Queen counts as a Sliver. 2: Put a Sliver 
token into play. Treat this token as a 1/1 colorless 
creature. SH 
Soltari Guerrillas Su Soldiers 3/2 qn 
Shadow. If Soltari Guerrillas assigns combat damage 
to any opponent, you may redirect that damage to 
target creature. 
Spined Stiver Su Sliver 2/2 me 
If any Sliver is blocked, it gets +1/+1 until end of 
turn for each creature blocking it. SH 
Combustion Inst 1Ge 


Sacrifice a creature: Spontaneous Combustion deals 3 


Le 
TE 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T. Cost 
damage to each creature. TE 
Vhati i/-Dal Su Legend 3/3 244 


: Target creature’s power or toughness is 1 until 
end of turn. TE 


Victual Sliver Su Sliver 2/2 
Each Sliver gains “2, Sacrifice this creature: Gain 4 
life? SH 
Wood Sage SuDruid 1/1 Oe 
©: Name a creature card. Reveal the top four cards 
of your library to all players. If any of those cards are 
the named card, put them into your hand. Put the 
rest into your graveyard. 


GREEN 


Abundance Ench 22% 
Instead of drawing a card, you may choose land or 
nonland and reveal cards from your library until you 
reveal a card of the chosen kind, Put that card into 
your hand and put all other revealed cards on the 
bottom of your library in any order. US 


Acridian Sulnsect 2/4 «1a 
Echo. US 
Albino Troll Su Troll 3/3 1 
Echo. 1 @: Regenerate Albino Troll, US 
Aluren Ench 20m 


Any player may play a creature card with total cast- 
ing cost 3 or less whenever he or she could play an 
instant and without paying its casting cost. TE 


Anaconda SuSnake 3/3 3 @& 
Swampwalk, US 


An-Hawa Constablesu Constable 2/1+* 1 44% 
An-Hawa Constable has toughness equal to 1 plus 
the number of green creatures in play. 


Apes of Rath SuApes 5/4 2am 
If Apes of Rath attacks, it does not untap during your 
next untap phase. TE 


Argothian Elder 
>: Untap two target lands. 


Argothian Enchantresssu Enchantress 0/11 4 
Argothian Enchantress cannot be the target of spells 
or abilities, Whenever you successfully cast an 
enchantment spell, draw a card. 


Argothian Swine SuBoars 3/3 34% 
Trample. US 


Argothian Wurm = SuWum 6/6 3% 
Trample. When Argothian Wurm comes into play, any 
player may sacrifice a land to put Argothian Wurm on 
top of owner's library. US 


Aspect of Wolf EC 1 
Enchanted creature gets +*/+*, where * is equal to 
half the number of forests you control, rounded down 
for power and up for toughness. *Mote that the “you” 
in the card text refers to the controller of the 
enchantment, who isn’t necessarily the controller of 
the enchanted creature. 5E 
Aurochs Su Aurochs 2/3 3a 
Trample. If Aurochs attacks, it gets +1/+0 until end 
of turn for each other Aurochs that is attacking.  5E 
Avenging Druid  SuDnid 13 O@ 
If Avenging Druid damages any opponent, you may 
reveal cards from your library until you reveal a land 
card. Put that land into play and put all other 
revealed cards into your graveyard. 

Awakening Ench Zee 
At the beginning of each player's upkeep, untap all 
creatures and lands, SH 


Suef 2/2 @@ 
US 


Bayou Dragonfly Sulnsect 11 
Flying, swampwalk, TE 
Bequeathal EC 


If enchanted creature is put into any graveyard, draw 
two cards, EX 
Birds of ParadiseSu Mana Birds 0/1 ® 
Flying. : Add one mana of any color to your mana 

pool, Play this ability as a mana source. 5E 
Blanchwood Armor EC eo 
Enchanted creature gets +X/+X, where X is the num- 
ber of forests you control. US 


Blanchwood TreefolkSu Treefok 4/5 4 e 


Broken Fall Ench ae 
Return Broken Fall to owner's hand: Regenerate tar- 
get creature. TE 


Bull Hippo SuHippo 3/3 3 
Islandwalk. US 
Burgeoning Ench tJ 


Whenever any opponent plays a land, you may choose 
a land card from your hand and put it into play. SH 
Canopy Spider  SuSpider 13 ® 
Canopy Spider can block creatures with flying. © TE 
Carapace EC @ 
Enchanted creature gets +0/+2. Sacrifice Carapace: 

Regenerate enchanted creature. 5 

Carnassid Su Beast 


5/4 4 eee 
Trample, 1: Regenerate Carnassid. SH 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Type P/T Cost 


Carpet of Flowers —Ench 

During your main phase, you may add up to X mana 
of one color to your mana pool, where X is the num- 
ber of islands target opponent controls. US 
Cartographer Su Townsfok 2/2 Om 
When Cartographer comes into play, you may return 
target land card from your graveyard to your hand, EX 


Cat Warriors Su Cat Warriors 2/2 1 
Forestwalk. 5E 
Cave Tiger SuCat 2/2 2a 


Whenever a creature blocks it, Cave Tiger gets +1/+1 
until end of turn, US 
Charging Rhino 


Su Rhino 4/4 3 aa 


Charging Rhino cannot be blocked by more than one 
creature, NE 
Child of Gaea SuElemental 7/7308 


Trample. During your upkeep, pay ® or sacrifice 
Child of Gaea. 1/4: Regenerate Child of Gaea. US 


Choke Ench 20 
Islands do not untap during their controllers’ untap 
phases, TE 
Chub Toad SuToad V1 2m 
If Chub Toad blocks or is blocked, it gets +2/+2 until 
end of turn, SE 
Citanul Centaurs Su Centaurs 6/3 34% 
Echo. Citanul Centaurs cannot be the target of spells 
or abilities. US 


Citanul Hierophants Su Druids 3/2 3% 
Each creature you control gains “>: Add 4 to your 
mana pool, Play this ability as a mana source.” US 


Cockatrice Su Cockatrice 2/4 Sanam 
Flying. If Cockatrice blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
° You can play triggered abilities even if the source 
leaves play after the ability triggers but before it 
resolves. So killing the Cockatrice once its ability has 
triggered won't save a creature scheduled to be 
destroyed. ° Regenerating a creature doesn’t cancel 
abilities that are scheduled to apply to it, so a crea- 
ture that regenerates from combat damage would 
still be destroyed, though it could regenerate again. 

* This ability isn’t targeted, so abilities such as protec- 
tion from green don't prevent the effect. 

Constant Mists Inst pe 
Buyback-Sacrifice a land. Creatures deal no combat 
damage this turn. SH 
Cradle Guard 
Trample, echo. 
Crashing Boars Su Boars 4/4 Sam 
If Crashing Boars attacks, defending player chooses 
an untapped creature he or she controls. That crea- 
ture blocks Crashing Boars this turn if able. EX 
Craw Giant Su Giant 6/4 See 
Trample, rampage: 2. 5E 
Craw Wurm 


Su Treefolk 4/4 1 ae 
US 


SuWurm 6/4 49 @ 
5E 


Crazed Armadon Su Elephant 3/3 2a@ 
@: Crazed Armadon gets +3/+0 and gains trample 
until end of turn. At end of turn, destroy Crazed 
Armadon. Use this ability only once each turn. = TE 
Crossbow Ambush _Inst 2 
All creatures you control can block creatures with fly- 
ing until end of turn. SH 


Crosswinds Ench 18 
All creatures with flying get -2/-0. US 
Crumble Inst 


2 
Destroy target artifact. That artifact’s controller gains an 
amount of life equal to its total casting cost. Creatures 
destroyed this way cannot regenerate this turn. 5E 
Desert Twister Sore 4ae 
Destroy target permanent. 5E 
Dirtcowl Wurm = SuWurm 3/4 wm 
Whenever any opponent plays a land, put a +1/+1 
counter on Dirtcow! Wurm. TE 


Durkwood Boars 


Earthcraft Ench 1® 
Tap an untapped creature you control; Untap target 
basic land. TE 
Eladamri, Lord of Leaves Su Legend 2/2404 
All Elves gain forestwalk. Elves cannot be the target 
of spells or abilities, ie 
Eladamri’s Vineyard — Ench 2 
At the beginning of each player's main phase, add 
®® to that player's mana pool, TE 
Elder Druid Su Cleric 2/2 3% 
3.@, © Tap or untap target artifact, creature, or 
land. 5E 
Elven Palisade Ench 2 
Sacrifice a forest: Target attacking creature gets 
-3/-0 until end of turn, 

Elven Riders Su Riders 3/3 Sapa 
Elven Riders cannot be blocked except by Walls or 
creatures with flying, 5E 
Elven Rite Sorc re 
Put two +1/+1 counters, distributed any way you 
choose, on any number of target creatures. 


SuBoars 4/4 4% 
5E 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T Cost 


Elven Warhounds Su Hounds 2/2 3% 
If Elven Warhounds is blocked by any creature, put 
that creature on top of owner's library. T 
Elvish Archers SuEles 21 1 
First strike. 5E 
Elvish Berserker Sue 1 a 
For each creature that blocks it, Elvish Berserker gets 
+1/+1 until end of turn. EX 
Elvish Fu Inst 2 
Buyback 4. Target creature gets +2/+2 until end of 
turn. TE 


Elvish Herder SuElf 1 2 
®: Target creature gains trample until end of turn.US 
Elvish Lyrist SuElf 1 2 


®, &, Sacrifice Elvish Lyrist: Destroy target 
enchantment. 

Endangered Armodonsu Elephant 4/5 2 aa 
If you control any creature with toughness 2 or less, 
sacrifice Endangered Armodon. SH 
Endless Wurm  SuWum 9/9 3ee@ 
Trample. During your upkeep, sacrifice an enchant- 
ment or sacrifice Endless Wurm. US 


Exploration Ench 
You may play an additional land each turn. US 
Fecundity Ench 2 


Whenever a creature is put into a graveyard from 
play, that creature’s controller may draw a card. US 


Fertile Ground EL 1® 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional one mana of any color. 


keg Drake SuDrake 2/3 «3 
Flying. If Flailing Drake blocks or is blocked by any 
creature, that creature gets +1/+1 until end of at 


Fog Inst ® 
Creatures deal no combat damage this turn, 5E 


Force of Nature Su Force 8/8 2a@@@ 
Trample. During your upkeep, pay 44 or 
Force of Nature deals 8 damage to you. * You aren't 
required to pay this upkeep cast. If you decline to do 
so, the resulting damage can he prevented or redi- 
rected normally. 


Fortitude EC 1” 
When Fortitude is put into a graveyard from play, 
return Fortitude to owner's hand. Sacrifice a forest: 
Regenerate enchanted creature. US 
Foxfire Inst 28 
Untap target attacking creature. That creature neither 
deals nor receives combat damage this turn. Draw a 
card at the beginning of the next turn. 5 
Frog Tongue EC ® 
When Frog Tongue comes into play, draw a card. 
Enchanted creature can block creatures with flying. TE 
Fugitive Druid Su Druid 3/2 3am 
Whenever any player successfully casts an enchant- 
ment spell that targets Fugitive Druid, draw a card. TE 
Fungusaur Su Fungusaur 2/2 3a 
At the end of any turn in which Fungusaur was dam- 
aged, put a +1/+1 counter on it. «/f Fungusaur suffers 
damage and then regenerates, it still gets its counter, 
as it was damaged but not put into any graveyard. 5E 
Fyndhorn Elder Suef V1 2a 
&: Add 4 to your mana pool. Play this ability as 
a mana source. 5E 
Gaea’s Bounty Sore 2% 
Search your library for up to two forest cards, reveal 
them, and put them into your hand. Shuffle your 
library afterward. US 
Gaea’s Embrace EC 22% 
Enchanted creature gets +3/+3 and gains trample. 
®: Regenerate enchanted creature. U 
Ghazban Ogre Su Ogre 2/2 cy 
During your upkeep, if a player has more life than any 
other, he or she gains control of Ghazhan Ogre. * This 
ability is played as an instant, doesn’t count life totals 
until it resolves, and overrides previous control effects. 
*/f there's a tie for highest life total when the effect 
resolves, the Ogre’s controller doesn’t change. 5E 
Giant Growth Inst a 
Target creature gets +3/+3 until end of turn. 5E 
Giant Spider Su Spider 2/4 3 
Giant Spider can block creatures with flying. 5E 


Gorilla Warrior SuApe 3/2 oe 
U 


Greater Good Ench 290 
Sacrifice a creature: Draw cards equal to the sacrificed 
Creature’s power, then choose and discard three cards. US 
Greener Pastures Ench 20 
During each player's upkeep, if that player controls 
more lands than any other, the player puts a 
Saproling token into play under his or her control. 
Treat this token as a 1/1 green creature. 


Grizzly Bears SuBears 2/2 4 4 
5 


Harrow Inst 2@ 
Sacrifice a land: Search your library for up to two 
basic land cards and put those lands into play. 
Shuffle your library afterwards. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


Hawkeater Moth Suinsect 12 3@ 


Flying. Hawkeater Moth cannot be the target of spells 
or abilities. US 


Heartwood Dryad SuDryad 21 1% 
oe Dryad can block creatures with shadow. 


Heartwood Giant SuGiant 4/4 3am 
®, Sacrifice a forest: Heartwood Giant deals 2 dam- 
age to target player. TE 


Heartwood Treefolk Su Treefolk 3/4 2 oe 


Forestwalk. 


Hermit Druid SuDnid 1/1 1% 
®, &: Reveal cards from the top of your library 
until you reveal a basic land card. Put that card into 
your hand and put all other revealed cards into your 
graveyard. SH 


Hidden Ancients Ench 1 
When one of your opponents successfully casts an 
enchantment spell, if Hidden Ancients. is an enchant- 
ment, Hidden Ancients becomes a 5/5 creature that 
counts as a Treefolk. US 
Hidden Guerrillas Ench 

When one of your opponents successfully casts an 
artifact spell, if Hidden Guerrillas is an enchantment, 
Hidden Guerrillas becomes a 5/3 creature with tram- 
ple and that counts as a Soldier. U 
Hidden Herd Ench a 
When one of your opponents plays a nonbasic land, if 
Hidden Herd is an enchantment, Hidden Herd 


WE MADE IT UP 


popular soft drink was called Moxie. 


becomes a 3/3 creature that counts as a Beast. US 


Hidden Predators Ench ® 
When one of your opponents controls a creature with 
power 4 or greater, if Hidden Predators is an 

enchantment, Hidden Predators becomes a 4/4 crea- 
ture that counts as a Beast. US 


Hidden Spider Ench 2 
When one of your opponents successfully casts a crea- 
ture with flying, if Hidden Spider is an enchantment, 
Hidden Spider becomes a 3/5 creature that can block 
creatures with flying and that counts as a Spider. US 


Hidden Stag Ench 1@ 
Whenever one of your opponents plays a land, if 
Hidden Stag is an enchantment, Hidden Stag 
becomes a 3/2 creature that counts as a Beast. 
Whenever you play a land, if Hidden Stag is a crea- 
ture, Hidden Stag becomes an enchantment. US 


Horned Sliver Su Sliver 2/2 2 
All Slivers gain trample. TE 


Hungry Mist Su Mist 6/2 2am 
During your upkeep, pay 44% or bury Hungry Mist. 5E 
Hurricane Sore x 
Hurricane deals X damage to each creature with fly- 
ing and each player. 5E 
Hush Sore 3m 
Destroy all enchantments. Cycling 2. US 
Instill Energy EC ® 


Enchanted creature is unaffected by summoning sick- 
ness. 0: Untap enchanted creature. Use this ability 
only during your turn and only once each turn. */nstill 
Energy's ability is played as an instant, not as an inter- 
rupt, so it can’t be used during the casting of a spell or 
ability. Untapping the enchanted creature is an ability 
of the enchantment, not an ability granted to the crea- 
ture, so it’s the controller of the enchantment who 
plays the ability. 


Ironroot Treefolk Su Treefolk 3/5 


dackalope Herd SuBeasts 4/5 3@ 
If you play any spell, return Jackalope Herd to 
owner's hand. 
Johtull Wurm SuWurm 6/6 5@ 
For each creature assigned to block it beyond the 
first, Johtull Wurm gets -2/-1 until end of turn.  5E 
Keeper of the Beastssu Wizard 1/2 
®, ©: Put a Beast token into play. Treat this token 
as a 2/2 green creature. Play this ability only if target 
opponent controls more creatures than you. EX 
Killer Bees SuBees O/1 1am 
Flying. : Killer Bees gets +1/+1 until end of turn. 5E 
Krakilin SuBeast 0/0 x@@ 
Krakilin comes into play with X +1/+1 counters on it. 
1 @: Regenerate Krakilin. TE 
Ley Druid SuCleric 1/1 2@ 
&: Untap target land. 5E 
Lhurgo Su Lhurgoyf */1+* 2a 
Lhurgoyf has power equal to the number of creature 


4@ 
5E 


ST - Stronghold 
EX - Exodus 


The word "'mox"' was derived from the English slant 
"moxie."' In case you didn’t know, ''moxie'' has long 
associated with energy and vigor. The origin of this we 
traces back to the early 1900s, when America’s most 


US - Urza’s Saga 


Title Type — P/T- Cost 


cards in all graveyards and toughness equal to 1 plus 


the number of creature cards in all graveyards.  5E 


Lifeforce Ench EL 
>: Counter target black spell. Play this ability as 
an interrupt. 5E 


Living Artifact EA 2 
For each 1 damage dealt to you, put a vitality counter 
on Living Artifact. Remove a vitality counter from Living 
Artifact: Gain 1 life. Use this ability only during your 
upkeep and only once each tum. °7he counters are 
placed on the enchantment, not on the artifact. 
Therefore, multiple copies of Living Artifact don't share 
counters, though each copy will get the full number of 
counters whenever you're damaged. *Remember that 
enchantments moved around by Enchantment Alteration 
and such are treated as being just played, so a Living 
Artifact that's moved in this way loses its counters, 5E 
Living Lands Ench 3m 
All forests are 1/1 creatures. (These creatures still 
count as lands.) *Note that animating the forests does- 
n't change their color. «Living Land's ability affects all 
forests, regardless of who controls them and regardless 
of whether they also count as another land type,  5E 
Llanowar Elves = SuEWes 1/1 ® 
>: Add to your mana pool. Play this ability as a 
mana source. 5E 


Lowland Basilisk Su Basilisk 1/3 2% 
Whenever Lowland Basilisk damages any creature, 
destroy that creature at end of combat. SH 


Lull Inst 1® 
Creatures deal no combat damage this turn. 

Cycling 2. 

Lure EC 19® 
All creatures able to block enchanted creature do so. 
*The defending player isn’t required to make it legal 
for a defending creature to block an attacker 
enchanted with Lure. For example, if the attacker has 
flying, the defending player isn’t required to power up 
his or her Telethopter so that it can block. 5E 


Manabond Ench g 
During your discard phase, you may choose to put all 
land cards from your hand into play. If you do, dis- 

card the rest of your hand. EX 


Marsh Viper Su Viper 1/2 3mm 
If Marsh Viper damages any player, he or she gets 
two poison counters. If any player has ten or more 
poison counters, he or she loses the game. 5E 


Midsummer Revel —_Ench 3am 
During your upkeep, you may put a verse counter on 
Midsummer Revel. #®, Sacrifice Midsummer Revel: 
Put X Beast tokens into play, where X is the number 
of verse counters on Midsummer Revel. Treat these 
tokens as 3/3 green creatures. 

Mirri, Cat Warrior Su Legend 2/3 1m 
Miri, Cat Warrior counts as a Cat Warrior. First strike; 
forestwalk. Attacking does not cause Mirri to tap. EX 
Mirri’s Guile Ench 

During your upkeep, you may look at the top three 
cards of your library and put them back in any order.TE 
Mongrel Pack  SuHounds 4/1 3@® 
If Mongrel Pack is put into any graveyard from play 
during combat, put four Hound tokens into play. Treat 
these tokens as 1/1 green creatures. TE 
Mulch Sore 1 
Reveal the top four cards of your library to all play- 
ers, Put any of those cards that are lands into your 
hand and the rest into your graveyard. 

Muscle Sliver Su Sliver 11 a 
All Slivers get +1/+1. TE 


Natural Spring Sore or J 
Target player gains 8 life. TE 
Nature’s Lore Sore i 


Search your library for a forest card and put that card 
into play. Shuffle your library afterwards. ° Nature's 
Lore isn’t restricted to basic forests. You can search 
for and play any land that counts as a forest. 5E 
Nature’s Revolt Ench Zam 
All lands are 2/2 creatures. (These creatures still 
count as lands.) 

Needle Storm Sore 20 
Needle Storm deals 4 damage to each creature with 
flying. TE 


Nurturing Licid 


Title Type P/T Cost 


Su Licid = 1/1 12 
®, >: Nurturing Licid loses this ability and becomes 
a creature enchantment that reads “#: Regenerate 
enchanted creature” instead of any other type of per- 
manent. Move Nurturing Licid onto target creature. You 
May pay # to end this effect. *See Transmogrifying 
Licid for related rulings. TE 
Oath of Druids Ench 1 
During each player’s upkeep, if that player controls fewer 
creatures than target opponent, the player may reveal 
cards from his or her library until he or she reveals a 
creature card. The player puts that creature into play and 
all other revealed cards into his or her graveyard. © EX 
Overgrowth EL 20 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional 44%. SH 
Overrun Sorc 2 
All creatures you control get +3/+3 and gain trample 
until end of turn. TE 
Pincher Beetles Sulnsects 3/1 248 
Pincher Beetles cannot be the target of spells or abil- 
ities. TE 
Plated Rootwalla Sulizard 3/3 4% 
2-@: Plated Rootwalla gets +3/+3 until end of turn. 
Play this ability only once each turn. EX 
Pouncing Jaguar  SuCat 2/2 e 
Echo. US 
Pradesh Gypsies Su Gypsies 1/1 2 
1 ®, : Target creature gets -2/-0 until end of E 
5 


Predatory Hunger EC ® 
Whenever any opponent successfully casts a creature 
spell, put a +1/+1 counter on enchanted creature. EX 
Priest of Titania SuElf 11 1m 
©: Add # to your mana pool for each Elf in play. 

Play this ability as a mana source. US 


Primal Order Ench 2aa 
During each player's upkeep, Primal Order deals to 
that player an amount of damage equal to the num- 
ber of nonbasic lands he or she controls. 5E 
Primal Rage Ench i 
All creatures you control gain trample. SH 


Provoke Inst i 
Untap target creature you do not control, That crea- 
ture blocks this turn if able. Draw a card. 

Pygmy Troll Suto 1/1 1 
For each creature that blocks it, Pygmy Troll gets +1/+1 
until end of turn, @: Regenerate Pygmy Troll. EX 
Rabid WolverinesSu Wolverines 4/4 3 a 
For each creature that blocks it, Rabid Wolverines 
gets +1/+1 until end of turn. EX 
Rabid Wombat SuWombat 0/1 24 
Attacking does not cause Rabid Wombat to tap. 

Rabid Wombat gets +2/+2 for each creature 
enchantment on it. 

Radjan Spirit Su Spirit 3/2 3 
: Target creature loses flying until end of turn, 5E 
Rampant Growth Sore 1. 
Search your library for a basic land card and put that 
land into play, tapped. Shuffle your library afterwards. TE 
Reality Anchor Inst 1® 
Target creature loses shadow until end of turn. Draw 
a card. TE 
Reap Inst 1” 
Return any number of target cards from your graveyard 
to your hand. You cannot choose more cards than the 
number of black permanents target opponent controls. TE 


Reclaim Inst ® 
Put target card from your graveyard on top of your 

library. EX 
Recycle Ench 4ee 


Skip your draw phase, Whenever you play a card, 
draw a card. During your discard phase, choose and 
discard all but two cards. T 


Regeneration EC 1” 
®: Regenerate enchanted creature. 5E 
Rejuvenate Sore 3m 
Gain 6 life. Cycling 2. US 
Respite Inst i 
Creatures deal no combat damage this turn. Gain 1 


life for each attacking creature. 

Resuscitate Inst oe 
Until end of turn, each creature you control gains 
“1: Regenerate this creature.’ 

Retaliation Ench 2@ 
Each creature you control gains “Whenever a creature 
blocks it, this creature gets +1/+1 until end of turn” US 


Rootbreaker Wurm Su Wurm 6/6 Sa 
Trample, TE 
Rootwalla SuLizard 2/2 2m 


1-@: Rootwalla gets +2/+2 until end of turn. Use 
this ability only once each turn. iE 
Rootwater Alligator Su Alligator 3/2 3 
Sacrifice a forest: Regenerate Rootwater Alligator. EX 


Root Maze Ench ® 
All artifacts and lands come into play tapped. TE 


Type P/T Cost 
SuWum 7/6 7 
5E 


Scavenger FolkSu Scavenger Folk 1/1 e 
ba ®, Sacrifice Scavenger Folk: Destroy target ys 
fact. 5 


Scaled Wurm 


Scragnoth SuBeast 3/4 4m 
Protection from blue. While Scragnoth is being cast, it 
cannot be countered. TE 


Scryb Sprites Su Faeries 1/1 a 
Flying. 5E 
Seeker of Skybreak SuEif 2/1 + 
&: Untap target creature. TE 


Shanodin Dryads Su Nymphs 1/1 2 
Forestwalk. 5E 


Shrink Inst & 
Target creature gets -5/-0 until end of turn. 5E 


Skyshroud Archer SuElf 1/1 & 
&: Target creature with flying gets -1/-1 until end MS 
turn, 


Skyshroud Elf Suef 1 oa 
&: Add # to your mana pool. Play this ability as a 
mana source. ‘1: Add @ or % to your mana pool. 
Play this ability as a mana source. TE 


Skyshroud Elite  SuEWes 1/1 c 
Skyshroud Elite gets +1/+2 as long as any opponent 
controls any nonbasic lands, EX 


Skyshroud Ranger Suélf 1/1 @ 
®: Choose a land card in your hand and put that 
land into play. Play this ability as a sorcery. 


Skyshroud Troll  SuGiant 3/3 2@ 
1 @: Regenerate Skyshroud Troll. TE 


Skyshroud Troopers SuEves 3/3 3@ 
>: Add # to your mana pool, Play this ability as a 
mana source. SH 


Skyshroud War Beastsu Beast ** a@ 
Trample. Skyshroud War Beast has power and tough- 
ness each equal to the number of nonbasic lands tar- 
get opponent controls. EX 


Song of Serenity Ench 1® 
Creatures with any enchantments on them cannot 
attack or block. 


Spike Breeder Su Spike 0/0 3@ 
Spike Breeder comes into play with three +1/+1 
counters on it. 2, Remove a +1/+1 counter from 
Spike Breeder: Put a +1/+1 counter on target crea- 
ture. 2, Remove a +1/+1 counter from Spike 
Breeder: Put a Spike token into play. Treat this token 
as a 1/1 green creature. SH 


Spike Colony Su Spike 0/0 4 
Spike Colony comes into play with four +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Colony: Put a +1/+1 counter on target creature. SH 


Spike Drone Su Spike 0/0 ® 
Spike Drone comes into play with one +1/+1 counter 
on it. 2, Remove a +1/+1 counter from Spike 

Drone: Put a +1/+1 counter on target creature. TE 


Spike Feeder Su Spike 0/0 1@ 
Spike Feeder comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Feeder: 
Put a +1/+1 counter on target creature. Remove a 

+1/+1 counter from Spike Feeder: Gain 2 life. SH 


Spike Hatcher Su Spike 0/0 6@ 
Spike Hatcher comes into play with six +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Hatcher: Put a +1/+1 counter on target creature. 1, 
Remove a +1/+1 counter from Spike Hatcher: 
Regenerate Spike Hatcher. 


Spike Rogue Su Spike 0/0 daeee 
Spike Rogue comes into play with two +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Rogue: Put a +1/+1 counter on target creature. 2, 
Remove a +1/+1 counter from any creature you con- 
trol: Put a +1/+1 counter on Spike Rogue. EX 


Spike Soldier Su Spike 0/0 24@ 
Spike Soldier comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Soldier: Put a +1/+1 counter on target creature. 
Remove a +1/+1 counter from Spike Soldier: Spike 
Soldier gets +2/+2 until end of turn. S| 


Spike Weaver Su Spike 0/0 2a 
Spike Weaver comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Weaver: Put a +1/+1 counter on target creature. 1, 
Remove a +1/+1 counter from Spike Weaver: 
Creatures deal no combat damage this turn. EX 


Spike Worker Su Spike 0/0 2@ 
Spike Worker comes into play with two +1/+1 coun- 
ters on it, 2, Remove a +1/+1 counter from Spike 

Worker: Put a +1/+1 counter on target creature. SH 


Spined Wurm SuWurm 5/4 4 ° 


Sporogenesis Ench 3a 
During your upkeep, you may put a fungus counter 
on target nontoken creature. Whenever a creature 
with a fungus counter on it is put into a graveyard, 
put a Saproling token into play for each of those fun- 
gus counters, Treat these tokens as 1/1 green crea- 
tures. When Sporogenesis leaves play, remove all fun- 
gus counters from all creatures. US 


ACLE PLAYER’S GUIDE 


Type P/T Cost 


: Spreading Algae EL a 


Play Spreading Algae only on a swamp. When 
enchanted land becomes tapped, destroy that land. 
When Spreading Algae is put into a graveyard from 
play, return Spreading Algae to owner's hand. US 


Stampede Inst 1ee 
All attacking creatures get +1/+0 and gain trample 

until end of turn. 5E 
Storm Front Ench Ea 
#®@: Tap target creature with flying. TE 
Stream of Life Sore x@ 
Target player gains X life. 5E 
Survival of the Fittest Ench 1@ 


®, Choose and discard a creature card: Search your 
library for a creature card, reveal that card to all 

players, and put it into your hand. Shuffle your library 
afterwards. EX 


Sylvan Library Ench 1@ 
0: Draw two cards, then choose any two cards in 
your hand drawn this turn. For each of those cards, 
pay 4 life or put that card back on top of your library. 
Use this ability only during your draw phase and only 
once each turn. «Sylvan Library does not modify your 
normal draw for the turn. Each Sylvan Library has an 
ability that enables you to draw two cards, then put 
two drawn cards back and/or pay life. Each such abil- 
ity is played separately. If two Libraries are used in 
succession, the first effect to resolve does so fully 
hefore the next one resolves. In other words, you 
would draw two cards, put two cards back, then draw 
those two cards again. *Abilities that trigger when a 
card is drawn will be played after the cards are drawn 
but before you choose cards to keep or put back. You 
pay life only if you choose a card in your hand and 
decide to keep it, not directly as a penalty for not put- 
ting cards back, so if something removes the cards 
from your hand before you would choose them, you 
won't have to pay life to “keep” them. 5E 


Symbiosis Inst 1 
Two target creatures each get +2/+2 until end of 
turn. 


Tarpan Su Tarpan 1/1 a 
If Tarpan is put into any graveyard from play, gain 1 

life. 5E 
Tempting Licid Sulicid 2/2 2% 
®, &: Tempting Licid loses this ability and becomes 
a creature enchantment that reads “All creatures able 
to block enchanted creature do so” instead of a crea- 
ture. Move Tempting Licid onto target creature. You 

may pay # to end this effect. «See Transmogrifying 
Licid for related rulings. SH 


Thicket Basilisk Su Basilisk 2/4 3% 
If Thicket Basilisk blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
See Cockatrice for related rulings. 


Titania's Boon Sore Ex 
Put a +1/+1 counter on each creature you control. US 


Titania’s Chosen SuEf V1 2@ 
Whenever a player successfully casts a green spell, 
put a +1/+1 counter on Titania's Chosen. 


Titania’s Song Ench 3m 
Each noncreature artifact loses its abilities and is an 
artifact creature with power and toughness each 
equal to its total casting cost. If Titania's Song leaves 
play, this effect continues until end of turn. «While 
Titania's Song is in play, none of the text in any arti- 
fact’s text hox has any effect on the game. Even 
upkeep costs are erased by the Song's effect. 
However, the text is still there, so you can still edit it 
with Mind Bend, for example. 5E 


Trained Armadon Su Elephant 3/3 en 


Tranquility Sore 2% 
Destroy all enchantments. 5E,TE 
Treefolk Seedlings SuTreefolk 2/* 2% 
Treefolk Seedlings has toughness equal to the number 
of forests you control. US 
Treetop Rangers SuEWes 2/2 2@ 
Treetop Rangers cannot be blocked except by crea- 

tures with flying. US 
Trumpeting Armadonsu Elephant 3/3 3 @ 
1 @: Target creature blocks Trumpeting Armadon 

this turn if able. TE 


Tsunami Sore 3m 
Destroy all islands. 5E 
Untamed Wilds Sore 26 


Search your library for a basic land card and put that 
card into play. Shuffle your library afterwards. © 5E 


Venom EC Lee 
If enchanted creature blocks or is blocked by any 
non-Wall creature, destroy that creature at end of 
combat. *See Cockatrice for related rulings. *Venom’s 
ability triggers only when blockers are declared. For 
example, moving Venom around with Enchantment 
Alteration won't trigger its ability after blockers have 
heen declared, nor will it cancel instances of its abili- 
ty that have already triggered. 5E 
Venomous Fangs EC 2 
Whenever enchanted creature successfully deals 
damage to a creature, destroy that creature. US 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


Verdant Force Su Elemental7/7 
During each player's upkeep, put a Saproling token 
into play. Treat this token as a 1/1 green creature. 
Verdant Force’s controller plays its upkeep ability 
and therefore controls the Saproling token put into 
play. In other words, Verdant Force's controller puts a 
Saproling token into play under his or her control 
once during each player's upkeep. 

Verdant Touch Sore 1 
Buyback 3. Target land becomes a 2/2 creature 
permanently. 

Verdigris Inst 28 
Destroy target artifact. TE 
Verduran EnchantressSu EnchantressO/2 1 44 
0: Draw a card. Use this ability only when you suc- 
cessfully cast an enchantment spell and only once for 
each such spell. * Verduran Enchantress’s ability won't 
trigger on an enchantment being moved from one 
target to another: as far as the Enchantress is con- 
cerned, the enchantment is simply moving around, 
not being played again. 5E 
Vernal Bloom Ench 3@ 
Whenever a forest is tapped for mana, it produces an 
additional &. US 
Volrath’s Gardens —_—Ench 1® 
2, Tap a creature you control: Gain 2 life. Play this 
ability as a sorcery. SH 
Wall of Blossoms SuWall 0/4 1 
When Wall of Blossoms comes into play, draw a card.SH 


Wall of Brambles SuWall 273 2@ 
#®: Regenerate. 5E 
Wanderlust EC 2@ 


During the upkeep of enchanted creature's controller, 
Wanderlust deals 1 damage to him or her. 


War Dance Ench c 
During your upkeep, you may put a verse counter on 
War Dance. Sacrifice War Dance: Target creature gets 
+X/+X until end of turn, where X is the number of 
verse counters on War Dance. US 


War Mammoth SuMammoth 3/3 3@ 
Trample. 5E 


Whirling Dervish SuDervish 11 @@ 
Protection from black. If Whirling Dervish damages 
any opponent, put a +1/+1 counter on it at end of 
turn. */f Whirling Dervish damages an opponent, it 
will get a counter at end of turn, even if it's under 
the control of that player at that time. Also, it can get 
more than one counter during the same turn if it 
manages to damage a player on more than one occa- 
sion during that turn. 5E 


Whirlwind Sore 208 
Destroy all creatures with flying. US 
Wild Dogs SuHounds 2/1 p 


During your upkeep, if a player has more life than 
any other, that player gains control of Wild Dogs. 
Cycling 2. US 
Wild Growth EL @ 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional #. ° Wild Growth is simply trig- 
gering when appropriate rather than modifying the 
land's abilities. So Contamination doesn't override this 
ability, it doesn't allow a Reflecting Pool to produce 
®, and so on. 5E 


Winding Wurm = =SuWum 6/6 4@ 
Echo. US 
Winter Blast Sore xX® 


Tap X target creatures. Winter Blast deals 2 damage to 
each of those creatures with flying. * Winter Blast may 
target creatures that are already tapped. It will deal 2 
damage to each such creature that has flying. ° Note 
that whether a creature has flying or not is checked 
when Winter Blast resolves, not when it’s played. 5E 
Winter's Gras Sore 1e@ 
Destroy target land. TE 
Wolverine PackSu Wolverine Pack 2/4 24 
Rampage: 2. 5E 
Wood Elves SuEles 11 2a 
When Wood Elves comes into play, search your 
library for a forest card and put that forest into play. 
Shuffle your library afterwards. EX 
Wyluli Wolf SuWolf 1/1 1 
: Target creature gets +1/+1 until end of turn. 5E 


[ LANDS | 


Adarkar Wastes Land 

: Add one colorless mana to your mana pool. : 
Add 4 or @ to your mana pool. Adarkar Wastes 
deals 1 damage to you. *Al/ land abilities that produce 
mana are played as mana sources, even if the effect 
does something else, such as damaging you. 5E 
Ancient Tomb Land 

: Add two colorless mana to your mana pool. 
Ancient Tomb deals 2 damage to you. *See Adarkar 
Wastes for related rulings. TE 
Blasted Landscape —_Land 

: Add one colorless mana to your mana pool. 
Cycling 2. 


MS - Mana Source 
Su - Summon 


oe 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Bottomless Vault Land 

Bottomless Vault comes into play tapped. You may 
choose not to untap Bottomless Vault during your 
untap phase and put a storage counter on it instead. 
®, Remove X storage counters from Bottomless Vault: 
Add an amount of equal to X to your mana pool. 

° This land gets a counter if you decline to untap it 
during your untap phase, even if an effect such as 
Winter Orb's would have prevented it from untapping. 
Whether the land was untapped at the beginning of 
untap is unimportant. If you skip your untap phase, the 
land does not get a counter. * Tapping a storage land 
to remove zero counters is still tapping it for mana, so 
effects like Mana Flare's will trigger, producing mana 
as appropriate. *Effects that simply tap a storage land 
won't drain it of its counters. Effects that force the 
land to produce mana, such as Power Sink’s, will 
cause all of its counters to be removed and the appro- 
priate amount of mana to be produced. *A continuous 
effect such as Blood Moon's doesn't convert lands until 
after they enter play. This land will enter play tapped 
and then become a mountain. * Changing a land into 
another type doesn’t remove any counters that are on 
the land. However, storage counters will be useless 
until the land reverts to normal. 


Brushland Land 

: Add one colorless mana to your mana pool. >: & 
or 2% to your mana pool. Brushland deals 1 damage to 
you. °See Adarkar Wastes for related rulings. 5E 


Caldera Lake Land 

Caldera Lake comes into play tapped. @: Add one 
colorless mana to your mana pool, @: Add @ or @ 
to your mana pool. Caldera Lake deals 1 damage to 
you. *See Adarkar Wastes for related rulings. TE 


Cinder Marsh Land 

: Add one colorless mana to your mana pool, +: 
Add # or @ to your mana pool. Cinder Marsh does 
not untap during your next untap phase. TE 


City of Brass Land 

Whenever City of Brass becomes tapped, it deals 1 
damage to you. «: Add one mana of any color to 
your mana pool. *Mote that City of Brass deals 1 dam- 
age to its controller if it becomes tapped for any rea- 
son, not just as a side effect of producing mana, SE 


City of Traitors Land 
If you play a land, sacrifice City of Traitors. @: Add 
two colorless mana to your mana pool. E 


Drifting Meadow Land 
Drifting Meadow comes into play tapped. @: Add a 
to your mana pool. Cycling 2. US 


Dwarven Hold Land 

Dwarven Hold comes into play tapped. You may 
choose not to untap Dwarven Hold during your untap 
phase and put a storage counter on it instead. @, 
Remove X storage counters from Dwarven Hold: Add 
an amount of @ equal to X to your mana pool. *See 
Bottomless Vault for related rulings. E 


Dwarven Ruins Land 

Dwarven Ruins comes into play tapped. @: Add @ 
to your mana pool. &, Sacrifice Dwarven Ruins: Add 
@@ to your mana pool. 5E 


Ebon Stronghold Land 

Ebon Stronghold comes into play tapped. @: Add 4 
to your mana pool. @, Sacrifice Ebon Stronghold: 
Add 44 to your mana pool, 5E 


Forest Land 
&: Add @ to your mana pool. 


Gaea’s Cradle LLand 
&: Add @ to your mana pool for each creature you 
control. US 


Ghost Town Land 

: Add one colorless mana to your mana pool, 0: 
Return Ghost Town to owner’s hand. Use this ability 
only during another player's turn. TE 


Havenwood Battleground Land 

Havenwood Battleground comes into play tapped. @: 
Add # to your mana pool. @, Sacrifice Havenwood 
Battleground: Add #4 to your mana pool. 5E 


Hollow Trees Land 

Hollow Trees comes into play tapped. You may choose 
Not to untap Hollow Trees during your untap phase 
and put a storage counter on it instead. >, Remove 
X storage counters from Hollow Trees: Add an amount 
of @ equal to X to your mana pool. *See Bottomless 
Vault for related rulings. 5E 


Ieatian Store Land 

Icatian Store comes into play tapped. You may choose 
not to untap Icatian Store during your untap phase 
and put a storage counter on it instead. «, Remove 
X storage counters from Icatian Store: Add an 
amount of 2 equal to X to your mana pool. *See 
Bottomless Vault for related rulings. 


Ice Foe Land 

You may choose not to untap Ice Floe during your 
untap phase. ©: Tap target creature without flying 
that is attacking you. As long as Ice Floe remains 
tapped, that creature does not untap during its con- 
troller’s untap phase. 5E 


Island Land 
©: Add @ to your mana pool. 


5E,TE,US 


5E,TE,US 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T Cost 


Karplusan Forest Land 
: Add one colorless mana to your mana pool. @: 
Add @ or # to your mana pool. Karplusan Forest 
deals 1 damage to you. *See Adarkar Wastes for 
related rulings. 5E 
Maze of Shadows ——_Land 
: Add one colorless mana to your mana pool. @: 
Untap target attacking creature with shadow. That 
creature neither deals nor receives combat damage 
this turn. TE 
Moog Hollows Land 
id one colorless mana to your mana pool. ©: 
Add @ or @ to your mana pool. Mogg Hollows does 
not untap during your next me a E 
Mountain 
: Add @ to your mana Fa 
Phyrexian Tower LLand 
«>: Add one coiorless mana to your mana pool. +, 
Sacrifice a creature: Add #4 to your mana pool. US 
Pine Barrens Land 
Pine Barrens comes into play tapped. <: Add one 
colorless mana to your mana pool. >: Add 4 or @& 
to your mana pool. Pine Barrens deals 1 damage to 
you, *See Adarkar Wastes for related rulings. TE 


5E,TE,US 


Plains Land 
&: Add 4% to your mana pool, 5E,TEUS 
Polluted Mire Land 


Polluted Mire comes into play tapped. @: Add 4 to 
your mana pool. Cycling 2. US 


Reflecting Pool Land 
: Add to your mana pool one mana of any type 
that any land you control can produce. TE 


Remote Isle Land 
Remote Isle comes into play tapped. <>: Add '@ to 
your mana pool. Cycling 2. US 


Rootwater he Land 

®: Add one colorless mana to your mana pool. ¢: 
Add ‘@ or 4 to your mana pool. Rootwater Depths 
does not untap during your next untap phase, TE 


Ruins of Trokair Land 

Ruins of Trokair comes into play tapped. >: Add a 
to your mana pool. ¢, Sacrifice Ruins of Trokair: Add 
4% to your mana pool. 5E 


Salt Flats Land 

Salt Flats comes into play tapped. «: Add one color- 
less mana to your mana pool. <: Add 3% or & to 
your mana pool. Salt Flats deals 1 damage to you. 

© See Adarkar Wastes for related rulings. TE 


Sand Silos Land 

Sand Silos comes into play tapped. You may choose 
Not to untap Sand Silos during your untap phase and 
put a storage counter on it instead. , Remove X 
storage counters from Sand Silos: Add an amount of 
@ equal to X to your mana pool. «See Bottomless 
Vault for related rulings. 5E 


Seabland Land 
Scabland comes into play tapped. «: Add one color- 
less mana to your mana pool. ¢: Add @ or # to 
your mana pool. Scabland deals 1 damage to you. 
°See Adarkar Wastes for related rulings. 


Serra’s Sanctum —_LLand 
&: Add % to your mana pool for each enchantment 
you control, US 


Shivan Gorge LLan 
: Add one colorless mana to your mana pool. 
2@, ©: Shivan Gorge deals 1 damage to each of 

your opponents. US 


Skyshroud Forest Land 
Skyshroud Forest comes into play tapped. «: Add one 
colorless mana to your mana pool. «>: Add 4 or 
to your mana pool. Skyshroud Forest deals 1 damage 
to you. *See Adarkar Wastes for related rulings. TE 


Slippery Karst Land 

Slippery Karst comes into play tapped. <: Add @& to 
your mana pool, Cycling 2. US 
Smoldering Crater Land 

Smoldering Crater comes into play tapped. >: Add 
@ to your mana pool. Cycling 2. US 
Stalking Stones Land 

&: Add one colorless mana to your mana pool. 6: 
Stalking Stones becomes a 3/3 artifact creature per- 
manently. (This creature still counts as a land) TE 


Sulfurous Springs Land 

®: Add one colorless mana to your mana pool. >: 
Add % or @ to your mana pool. Sulfurous Springs 
deals 1 damage to you. «See Adarkar Wastes for 
related rulings. 5E 
Svyelunite Temple — Land 

Svyelunite Temple comes into play tapped. @: Add 
‘@ to your mana pool. ©, Sacrifice Svyelunite 
Temple: Add @' to your mana pool. 5E 
Swamp Land 
&: Add & to your mana pool. 
Thalakos Lowlands Land 
©: Add one colorless mana to your mana pool. @: 
Add 3% or @ to your mana pool. Thalakos Lowlands 
does not untap during your next untap phase. = TE 
Thran Quarry Land 

At the end of each turn, if you control no creatures, 


5E,TE,US 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


sacrifice Thran Quarry. @: Add one mana of any 
color to your mana pool. US 


Tolarian Academy —_LLand 
: Add “to your mana pool for each artifact you 
control. US 


Underground River Land 

: Add one colorless mana to your mana pool. >: 
Add @ or 4 to your mana pool. Underground River 
deals 1 damage to you. *See Adarkar Wastes for 
related rulings. 5E 


Urza’s Mine Land 

«©: Add one colorless mana to your mana pool. If you 
control Urza's Mine, Urza's Power Plant, and Urza's 
Tower, add two colorless mana to your mana pool 
instead of one. *You get two mana from Urza's Mine if 
you have even one of each “Urza land” in play. You 
don't need to have the same number of Mines, Power 
Plants, and Towers. * You have no control over whether 
the Mine produces one mana or two. If you control the 
complete set of Urza lands, you get two mana regard- 
less of whether you want it. *The amount of mana to 
be produced is set when you play the ability, not when 
the effect resolves, 5E 
Urza’s Power Plant Land 

: Add one colorless mana to your mana pool. If you 
control Urza’s Mine, Urza’s Power Plant, and Urza's 
Tower, add two colorless mana to your mana pool 
instead of one, *See Urza's Mine for related rulings, 5E 
Urza’s Tower Land 

: Add one colorless mana to your mana pool. If you 
control Urza's Mine, Urza's Power Plant, and Urza’s 
Tower, add three colorless mana to your mana pool 
instead of one. *See Urza's Mine for related rulings, 5E 


BEFORE THE GATHERING 


heard of Magic, the game was played on litt 


Land sported a map of New Jersey, and others 
appropriate Calvin and Hobbes cartoons, 


Vee Townships Land 

«: Add one colorless mana to your mana pool. >: 
Add or 4 to your mana pool. Vec Townships does 
not untap during your next untap phase. E 
Volrath’s Stronghold LLand 

: Add one colorless mana to your mana pool. 

1%, &: Put target creature card from your grave- 
yard on top of your library. SH 
Wasteland Land 

®: Add one colorless mana to your mana pool. ©, 
Sacrifice Wasteland: Destroy target nonbasic land. TE 


Acidic Soil Sore 

Acidic Soil deals 1 damage to each player for on 
land he or she controls. US 
Aftershock Sore 2@@ 
Destroy target artifact, creature, or land. Aftershock 
deals 3 damage to you. TE 
Am Party Su Ambush Party 3/1 4@ 
First strike. Ambush Party is unaffected by summon- 
ing sickness. 5E 
Amok Ench re 
1), Discard a card at random: Put a +1/+1 counter 
on target creature. SH 
Anarchist Su Townsfolk 2/2 4@ 
When Anarchist comes into play, you may return target 
sorcery card from your graveyard to your hand. © EX 
Ancient Runes Ench 2@ 
During each player’s upkeep, Ancient Runes deals 1 
damage to that player for each artifact he or she 
controls, 

Antagonism Ench 3@ 
During each player’s discard phase, Antagonism deals 
2 damage to that player unless one of his or her oppo- 
nents was successfully dealt damage that turn. US 
Apoca Soc 2e@e0@ 
Remove all permanents from the game. Discard your 
hand. TE 
Arc Lig) ghtning Sore 2@ 
Arc Lightning deals 3 damage divided as you choose 
among any number of target creatures and/or players. US 


Atog SuAtog 72 Ve 
Sacrifice an artifact: Atog gets +2/+2 until end of 
turn. 5E 
Ball Su Ball Lightning 6/1 @@@ 
Trample. Ball Lightning is unaffected by summoning 
sickness, At the end of any turn, sacrifice Ball 
Lightning. 

Barbed Sliver Su Sliver 22 2@ 
Each Sliver gains “'2': This creature gets +1/+0 until 


ST - Stronghold 
EX - Exodus 


Back in 1993, before anyone outside of Wizard 


paper with art added to keep all the cards from Ie 
the same. The pictures were often humorous; Cul 


US - Urza’s Saga 


Title Type P/T Cost 
end of turn” TE 
Bedlam Ench 2e@e 
Creatures cannot block. US 


Bird Maiden SuBird Maiden 1/2 2@ 
Flying. 5E 
Blood Frenzy Inst re 
Target attacking or blocking creature gets +4/+0 until 
end of turn. At end of turn, destroy that creature. TE 
Blood Lust Inst Le 
Target creature gets +4/-4 until end of turn. If this 
reduces that creature’s toughness to less than 1, the 
creature’s toughness is 1. °A number can only be 
reduced below a certain value if it was at or above 
that value to begin with. So if Blood Lust's target 
somehow already has toughness less than 1, it will 
get another -4 toughness rather than having its 
toughness raised to 1. 
Boil Inst 3@ 
Destroy all islands, TE 
Brand Inst 2 
Gain control of all permanents you own. Cycling 2.US 
Brassclaw Orcs  SuOres 3/2 2@ 
Brassclaw Ores cannot be assigned to block any 
creature with power 2 or greater. 

Bravado EC i) 
Enchanted creature gets +1/+1 for each other crea- 
ture you control, US 
Brothers of Fire Su Brothers 2/2 1e@@ 
1@@: Brothers of Fire deals 1 damage to target 


creature or player and 1 aha f you. 5E 


Brute, The 12 
Enchanted creature gets +1/+0. see: Regenerate 
enchanted creature. 5E 


Bulwark Ench 3e@e 
During your upkeep, Bulwark deals 1 damage to tar- 

get opponent for each card in your hand greater than 
the number of cards in that player's hand. US 


Canyon Drake SuDrake 12 2@@ 
Flying. 1, Discard a card at random: Canyon Drake 
gets +2/-+0 until end of turn. TE 


Canyon Wildcat SuCat 21 ve 
Mountainwalk. TE 


Cave People SuCave People 1/4 1@@ 
If Cave People attacks, it gets +1/-2 until end of turn. 
1 @@, &: Target creature gains mountainwalk 

until end of turn, 5E 


Chaotic Goo Su Ooze 0/0 2@@ 
Chaotic Goo comes into play with three +1/+1 coun- 
ters on it. During your upkeep, you may flip a coin. If 
you win the flip, add a +1/+1 counter to Chaotic Goo, 
Otherwise, remove a +1/+1 counter from it. TE 
Cinder Crawler Su Salamander 1/2 1@ 
@: Cinder Crawler gets +1/+0 until end of turn. Use 
this ability only if Cinder Crawler is blocked. EX 


Conquer EL 3@e@ 
Gain orl of enchanted land. 5E 
Convulsing Licid  Sulicid 2/2 e@ 


@, ©: Convulsing Licid loses this ability and 
becomes a creature enchantment that reads 
“Enchanted creature cannot block” instead of a crea- 
ture. Move Convulsing Licid onto target creature. You 
may pay @ to end this effect. *See OS 
Licid for related rulings. 


Crater Hellion Su Beast 6/6 4 a 
Echo, When Crater Hellion comes into play, it deals 4 
damage to each other creature, US 


Craven Giant SuGiant 4/1 2@ 
Craven Giant cannot block. SH 


Crimson ManticoreSu Manticore 2/2 2@@ 
Flying. @, : Crimson Manticore deals 1 damage to 
target attacking or blocking creature. 5E 


Crown of Flames EC 

@: Enchanted creature gets +1/-+0 until end of turn. 
@: Return Crown of Flames to owner's hand. TE 
Deadshot Sore 3@ 
Tap target creature, That creature deals damage 
equal to its power to another target creature. TE 


Destructive U EC 1ee 


Whenever enchanted creature successfully deals com- 


Title Type P/T Cost 


bat damage to a player, that player sacrifices a land.US 


Detonate Sore xe 
Destroy target artifact with total casting cost equal to 
X. Detonate deals X damage to that artifact’s con- 
troller. Creatures destroyed in this way cannot be 
regenerated this turn. *Detonate, not the artifact, deals 
the damage. Detonate fizzles if the target is removed 
before resolution, and no damage is dealt. 


Disintegrate Sore xe 
Disintegrate deals X damage to target creature or 
player, That creature cannot regenerate this turn. If 
the creature is dealt lethal damage this turn, remove 
it from the game. °/f lethal damage is dealt to the 
target creature later in the turn, it's removed from 
the game instead of destroyed. Thus, abilities such as 
Soul Net's won't trigger and abilities that replace 
destruction, such as regeneration, can’t be used. It 
isn’t important whether Disintegrate itself deals lethal 
damage to the creature, just whether it suffers lethal 
damage. * Prohibiting the target creature from regen- 
erating is a function of the spell, not of the damage. 
So it applies even if X is equal to 0; redirecting the 
damage won't change which creature is stopped from 
regenerating; and so on. 5E 
Disorder Sore be 
Disorder deals 2 damage to each white creature and 
Es player who controls a white creature. 


ing Gaze EC @ 
on Gaze only on a creature you control. 
e dentate creature deals 1 damage to target 
creature with flying. EX 
Dromosaur SuLizard 2/3 2@ 
Whenever Dromosaur blocks or becomes blocked, it 
gets +2/-2 until end of turn. US 


Duct Crawler Su Insect 1/1 2@ 
1-@: Target creature cannot block Duct Crawler 
tum. 


Dwarven Catapult Inst »e 
Dwarven Catapult deals X damage divided evenly, 
rounded down, among all creatures target opponent 
controls, ° Your opponent's creatures aren't counted 
until the spell resolves. If your opponent produces 
more creatures in response to Dwarven Catapult and 
thus has more than X creatures in play when it 
resolves, each of his or her creatures takes O damage 
(after rounding down). 5E 


Dwarven Soldier SuDwaf 21 Ge 
If Dwarven Soldier blocks or is blocked by any Ores, 
it gets +0/+2 until end of turn. 5E 


Dwarven Warriors SuDwaves 11 2@ 
®: Target creature with power 2 or less is unblockable 
this turn. Evasion abilities only apply when blockers 

are declared, so making a creature unblockable once it 
has already heen blocked accomplishes nothing.  5E 


Earthquake Sorc x@ 
Eartha deals X damage to each creature without 
flying and each player. 5E 
Electryte SuBeast 3/3 3@@ 
Whenever Electryte successfully deals combat dam- 
age to defending player, Electryte deals damage 
equal to its power to each blocking creature. US 


Enraging Licid Sulicid 11 Le 
2, be Cait Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
is unaffected by summoning sickness” instead of any 
other type of permanent. Move Enraging Licid onto tar- 
get creature. You may pay @ to end this effect. *See 
Transmogrifying Licid for related rulings. 

Erran EC 1e 
Enchanted creature gets +3/+0 and cannot attack 
with any other creatures. 5E 
Eternal Warrior EC 

Attacking does not cause enchanted creature to tap.5E 
Falter Inst 12@ 
Creatures without flying cannot block this turn, US 
Fanning the Flames Sorc xee 
Buyback 3’. Fanning the Flames deals X damage to 
target creature or player. SH 
Fault Line Inst xee 
Fault Line deals X damage to each creature without 
flying and each player. US 
Fiery Mantle EC Le 
When Fiery Mantle is put into a graveyard from play, 
return Fiery Mantle to owner's hand. @: Enchanted 
creature gets +1/+0 until end of turn. 

Fighting Chance Inst 

For each blocking creature, flip a coin. If you win the 
flip, that creature deals no combat damage this turn.EX 
Fire Ants Sulnsects 21 2@ 
&: Fire Ants deals 1 damage to each other creature 
without flying. US 
Fire Drake SuDrake 1/2 1@@ 
Flying. @: Fire Drake gets +1/++0 until end of turn. You 
cannot spend more than @ in this way each turn. 5E 
Fireball Sore x@ 
Pay 1 for each target beyond the first: Fireball deals 
X damage divided evenly, rounded down, among any 
number of target creatures and/or players. You can't 
target the same thing twice when you play a spell, so 
if you split the Fireball, you must choose different 


P/T Cost 


targets for it *Mana spent to allow additional targets 
is a cost but not part of the casting cost. 5E 
Firebreathing EC 2 
@: Enchanted creature gets +1/+0 until end of turn.5E 
Firefly Suinsect V1 3@ 
“Flying, @: Firefly gets +1/+0 until end of turn, TE 
Fireslinger SuWiard 11 1@ 
®: Fireslinger deals 1 damage to target creature or 
player and 1 damage to you. TE 
Flame Spirit Su Spirit 2/3 4@ 
@: Flame Spirit gets +1/+0 until end of turn. — 5E 
Flame Wave Soc 3@@8e 
Flame Wave deals 4 damage to target player and 
each creature he or she controls. 
Flare Inst 2@ 
Flare deals 1 damage to target creature or player. 
Draw a card at the beginning of the next turn. © 5E 


Title Type 


Flashfires Sore 3@ 
Destroy all plains. 5E 
Flin Inst 12 


Sacrifice a creature: Fling deals damage equal to the sac- 
rificed creature’s power to target creature or player. SH 


Flowstone Blade EC e 
@: Enchanted creature gets +1/-1 until end of turn.SH 
Flowstone Flood Sore 3@ 


Buyback-Pay 3 life, discard a card at random. Destroy 
target land. EX 


Flowstone Giant  SuGiant 3/3 2@@ 
@: Flowstone Giant gets +2/-2 until end of turn. TE 


Flowstone Hellion SuBeast 3/3 4@ 
Flowstone Hellion is unaffected by summoning sickness. 
0): Flowstone Hellion gets +1/-1 until end of tum. SH 


Flowstone Mauler SuBeast 4/5 4@@ 
Trample. @: Flowstone Mauler gets +1/-1 until end 
of turn, SH 


Alowstone Salamandersu Saamander3/4 3 ee 
@: Flowstone Salamander deals 1 damage to target 
creature blocking it. TE 


Flowstone Shambler Su Beast 2/2 2@ 
@: Flowstone Shambler gets +1/-1 until end of turn. SH 


Flowstone Wyvern Su Drake 3/3 S@@ 
Flying, @: Flowstone Wyvern gets +2/-2 until end a 
turn. 


Furnace Brood SuElementas 3/3 3@ 
@: Target creature cannot be regenerated this turn. EX 


Furnace of Rath Ench 1eee 
Double all damage assigned to any creature or player. 
* Continuous abilities that apply when damage is 
assigned take effect when damage is redirected, just 
like abilities that trigger on that damage. Because redi- 
rected damage is actually reassigned, Furnace of Rath 
doubles damage that gets redirected. For example, 
here's what happens when a Ball Lightning (power 6, 
trample) is blocked by an Ophidian (toughness 3) 
while Furnace of Rath is in play: Normally, Ball 
Lightning would assign 6 damage to the Ophidian, but 
hecause the Furnace is in play, it assigns 12 damage. 
Ophidian’s toughness is 3, so 9 of the 12 damage 
“tramples through,” meaning it's redirected to the 
defending player. When that 9 damage is assigned to 
the defending player, it's doubled again because of the 
Furnace’s effect, for a total of 18 damage. TE 
Furnace Spirit SuSpirt 1 2@ 
Furnace Spirit is unaffected by summoning sickness, 
@: Furnace Spirit gets +1/+0 until end of turn. SH 
Gamble Sore @ 
Search your library for a card, put that card into your 
hand, then discard a card at random. Shuffle your 
library afterward. 

Game of Chaos Sore eee 
Flip a coin. If you win the flip, target opponent loses 
1 life. Otherwise, you lose 1 life. The winner of the 
flip gains 1 life and may repeat this process. Double 


the stakes each time. 5E 
Giant Strength EC ee 
Enchanted de fo gets +2/+2, 5E,TE 
Goblin Bombardment  Ench i@ 


Sacrifice a creature: Goblin Bombardment deals 1 
lamage to target creature or player. 
Goblin Cadets  SuGoblins 2/1 
Whenever Goblin Cadets blocks or becomes blocked, 
target opponent gains control of it. US 
Goblin Digging Teamsu Goblins 1/1 @ 
io Goblin Digging Team: Destroy target 

a 5E 


Goblin Hero 
5E 


Goblin King Sulord 22 18@ 
All Goblins get +1/+1 and gain mountainwalk. «See 
Zombie Master for related rulings. 5 
Goblin Lackey Su Goblin 1/1 2 
Whenever Goblin Lackey successfully deals damage 
to a player, you may choose a Goblin card in your 
hand and put that Goblin into play. 

Goblin Matron =  SuGoblin 11 2@ 
When Goblin Matron comes into play, you may search 
your library for a Goblin card. If you do, reveal that 
card, put it into your hand, and shuffle your library 


Su Goblin 2/2 28 


ICLE PLAYER’S GUIDE 


5 Ti ie Type P/T Cost 
afterward, US 
Goblin Offensive Sore xlee 


Put X Goblin tokens into play. Treat these tokens as 
1/1 red creatures. US 


Goblin Patrol Su Goblins 2/1 e 
Echo. 


. US 
Goblin Raider SuGobin 2/2 12 
Goblin Raider cannot block. US 


Goblin Spelunkers Su Goblins 2/2 2@ 
Mountainwalk. US 
Goblin War Buggy SuGobin 22 w]e 
Echo. Goblin War Buggy is unaffected by summoning 

sickness. US 
Goblin War Drums —_Ench 2@ 
Each creature you control cannot be blocked by only 

one creature. ¢Controlling multiple Goblin War Drums 
has no added effect. 5E 
Goblin Warrens Ench 228 
2 @, Sacrifice two Goblins: Put three Goblin tokens 

into play, Treat these tokens as 1/1 red creatures. 5E 


Guma SuCat 272 2@ 
Protection from blue. US 
Hand to Hand Ene 2@ 


Instants and abilities requiring an activation cost can- 
not be played during combat. TE 
Havoc Ench 1@ 
Whenever target opponent successfully casts a ofits 
spell, he or she loses 2 life. TE 


Headlong Rush Inst 1@ 
All attacking creatures gain first strike until end of in US 
Heart Sliver Su Sliver 11 1 
All Slivers are unaffected by summoning sickness, TE 
Heat of Battle Ench re 
Whenever any creature blocks, Heat of Battle i i 

damage to that creature's controller. SH 
Heat Ra Inst xe 
Heat Ray deals X damage to target creature. US 


Hill Giant Su Giant 3/3 oe 
5 


Hurloon Minotaur Su Minotaur 2/3 one 


Imposing Visage EC @ 
Enchanted creature cannot be blocked by only one 
creature, 5E 


Incinerate Inst a) 
Incinerate deals 3 damage to target creature or player. 
Creatures damaged by Incinerate cannot regenerate 
this turn. ¢Any and all creatures that Incinerate suc- 
cessfully damages are prohibited from regenerating 
this turn. If the damage is redirected piecemeal, it's 
possible for one Incinerate to prohibit more than one 


creature from regenerating. 

Inferno Inst @ 
Inferno deals 6 damage to each creature and sian 5E 
Invasion Plans Ench 


2@ 
Each creature blacks whenever able. Attacking player 
chooses how each creature blocks. SH 


Ironclaw Curse EC e 
Enchanted creature gets -0/-1 and cannot be 
assigned to block any creature with power greater 
than or equal to enchanted creature’s toughness, 5E 


Ironclaw Orcs Sudres 22 12@ 
lronclaw Ores cannot be assigned to block any crea- 
ture with power 2 or greater. 5E 


Jackal Pup SuHound 2/1 e 
For each 1 rie dealt to Jackal Pup, it deals 1 
damage to you. TE 


Jagged Lightning Sore 3@e 
Jagged Lightning deals 3 damage to target creature 
and 3 damage to another target creature, 


Jokulhaups Sore 420 
Destroy all artifacts, creatures, and lands. Creatures 
destroyed in this way cannot be regenerated this turn, 5E 


Keeper of the Hamesu Wizard 1/2 @@ 
@, ©: Keeper of the Flame deals 2 damage to tar- 
get opponent. Use this ability only if that opponent 
has more life than you. EX 
Keldon Warlord Sulod ** 2@@ 
Keldon Warlord has power and toughness each equal 
to the number of non-Wall creatures you control, 
Once damage is dealt, it remains on the creature 
throughout the turn. So a Warlord might survive 
damage when it's first dealt, only to die when other 
creatures you control leave play and the Warlord’s 
toughness drops as a result. 5E 
Kindle Inst 1@ 
Kindle deals to target creature or player an amount of 
damage equal to 2 plus the number of Kindle cards 
in all graveyards, 


Lay Waste Sore 3@ 
Destroy target land. Cycling 2. US 
Lightning Blast Inst 3@ 


Lightning Blast deals 4 damage to target creature or 
player. TE 
Lightning Dragon Su Dragon 4/4 2@@ 
Flying, echo, @: Lightning Dragon gets. +1/+0 until 

end of turn. US 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


Lightning Elementalsu Elemental4/1 3 @ 


Fd ‘tning Elemental is unaffected by summoning 
sickness. 


Lowland Giant 


Mage il-Vec Su Wizard 2/2  2@ 
&, Discard a card at random: Mage il-Vec deals 1 
damage to target creature or player. EX 


Magmasaur = SuElemental 0/0 30@ 
Magmasaur comes into play with five +1/+1 counters 
on it. During your upkeep, remove a +1/+1 counter 
from Magmasaur, or sacrifice Magmasaur and it 
deals 1 damage for each +1/+1 counter on it to each 
creature without flying and each player. TE 


Mana Clash Sore 

You and target opponent each flip a coin. Mana Clash 
deals 1 damage to each player whose coin comes up 
tails. Repeat this process until both players’ coins 
come up heads at the same time. *Mana Clash has a 
single target, namely an opponent. It doesn’t target 
you, even though it affects you, 5E 


Mana Flare Ench 28 
Whenever any player taps a land for mana, it produces 
one additional mana of the same type. °7he “same 
type” of mana is the type of mana the land was 
tapped to produce. If the land has more than one 
mana-producing ability, then only the one that was 
used is relevant. If that ability produces more than one 
type of mana, its controller chooses which type of 
mana is produced by Mana Flare; if there's more than 
one Mana Flare or similar ability in play, that player 
make this decision separately for each one, as each of 
them triggers independently, 5E 


Manabarbs Ench 3@ 
Whenever any player taps a land for mana, Manabarbs 
deals 1 damage to him or her, ¢See Adarkar Wastes for 
related rulings. Because each land is tapped for mana 
individually, you will often need to play damage-preven- 
tion abilities once for each land that is tapped. Any new 
damage generated during a damage-prevention step is 
folded into that step rather than creating a step of its 
own, so if you tap a number of lands for mana during 
damage prevention, you'll be handling all of that dam- 
age at once, In such a case, you could prevent all the 
damage with a single use of a Circle of Protection, for 
example, °All damage is from the same source, so 
effects such as Reverse Damage’s will scoop up all the 
damage Manabarbs has dealt to you this turn. 5E 
Maniacal Rage EC 1@ 
Enchanted creature gets ae os cannot block. EX 
Meltdown xo 
Destroy each artifact with total ew cost X or less, US 
Mob Justice Sore mr) 
Mob Justice deals 1 damage to fart player for each 
creature you control, SH 
m g Assassin SuGoblin 24 2@ 
: Flip a coin. If you win the flip, destroy target 
creature an opponent controls. Otherwise, destroy 
target creature of that opponent's choice, 
Mogg Bombers SuGoblins 3/44 3@ 
If any other creature comes into play, sacrifice Mogg 
pl and it deals 3 damage to target player. SH 
Mogg Conscripts Su Goblins 2/2 @ 
Mogg Conscripts cannot attack unless you have suc- 
cessfully cast a creature spell this turn, E 
Mogg Fanatic Su Goblin 1/1 e 
Sacrifice Mogg Fanatic: Mogg Fanatic deals 1 dam- 
age to target creature or player. TE 
Mogg Flunkies Su Goblins 3/9 He 
Mogg Flunkies cannot attack or block during a turn in 
which no other creature you control attacks or blocks.SH 
Mogg Infestation Sore 3e@@ 
Destroy all creatures target player controls. For each 
creature put into any graveyard in this way, put two 
Goblin tokens into play under that player’s control. 
Treat these tokens as 1/1 red creatures, 
Mogg Maniac SuGobin 1 Ve 
Whenever Mogg Maniac is dealt damage, it deals an 
equal amount of damage to target opponent. SH 
Mogg Raider Su Goblin 1/1 @ 
Sacrifice a Goblin: Target creature gets +1/+1 until 
th of turn. TE 
Mogg Squad Su Goblins 3/3 Le 
Mogg Squad gets -1/-1 for each other creature in play. TE 


Mons’s Goblin RaidersSu Goblins 1/1 e 


SuGiant 4/3 2e@@ 
TE 


Monstrous Hound SuHound 4/4 3@ 
Monstrous Hound cannot attack unless you control 
more lands than defending player. Monstrous Hound 
cannot block unless you control more lands than 
attacking player. 

Mountain Goat Su Goat 1/1 e 
Mountainwalk. 5E 
No Quarter Ench 3@ 
Whenever any creature blocks or is blocked by a 
creature with lesser power, destroy the creature with 
the lesser power. T 
Oath of Mages Ench 12 
During each players upkeep, if that player has less 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 


life than target opponent, he or she may have Oath of 
Mages deal 1 damage to that opponent. xX 


Ogre Shaman SuOge 3/3 3e@@ 
2, Discard a card at random: Ogre Shaman deals 2 
damage to target creature or player. EX 


Okk Su Goblin 4/4 Le 
Okk cannot attack unless a creature with greater 
power also attacks. Okk cannot block unless a crea- 
ture with greater power also blocks. US 


Onslaught Ench @ 
Whey you successfully cast a creature spell, tap 
target creature. EX 


Opportunist Su Soldier 2/2 Qe 
> Opportunist deals 1 damage to target creature 
that was damaged this turn. TE 


Orcish Artillery Sulrs 13 18@ 
©: Orcish Artillery deals 2 damage to target creature 
or player and 3 damage to you. °/f all targeted portions 
of an effect fizzle, the nontargeted portions don’t do 
anything either. So if the part of the effect that deals 2 
damage fizzles, you don’t take the 3 damage. 5E 


Orcish Captain SuOre 1/1 @ 
1; Flip a coin. If you win the flip, target Ore gets 
+2/+0 until end of turn. Otherwise, that Ore gets 
-0/-2 until end of turn. 


Orcish Conscripts Su Orcs 2/2 e 
Orcish Conscripts cannot attack unless at least two 
other creatures do. Orcish Conscripts cannot be 
assigned to block any creature unless at least two 
other creatures do. 


Orcish Farmer Sudr 22 Lee 
: Target land is a swamp until its controller's next 
untap phase, 5E 


Orcish Oriflamme Ench 32 
Attacking creatures you control get +1/+0, 5E 


Orcish Squatters SuOrs 23 40 
0): Gain control of target land defending player con- 
trols as long as you control Orcish Squatters. Orcish 
Squatters deals no combat damage this turn, Use this 
ability only if Orcish Squatters is attacking and 
unblocked and only once each turn. 5E 


Orgg Sudrgg 6/6 30@ 
Trample. Orgg cannot attack if defending player con- 
trols an untapped creature with power 3 or greater. 
Orgg cannot be assigned to block any creature with 
power 3 or greater. °/f you attempt to declare Orgg 
as an attacker, it only ignores tapped creatures the 
defending player controls, Untapped creatures that 
couldn't be assigned to block Orgg (shadow crea- 
tures, for instance) still prevent it from attacking. 5E 


Outmaneuver Inst xe 
X target blocked creatures deal combat damage to defend- 
ing player instead of to blocking creatures this tum. 


Pallimud SuBeat “3 2@ 
Pallimud has power equal to the number of tapped 
lands target opponent controls, TE 


Pandemonium Ench 38 
Whenever any creature comes into play, that creature $ 
controller may choose to have it deal damage equal to 

its power to target creature or player. X 


Panic Inst 

Play Panic only during combat before blockers are 
declared. Target creature cannot block this turn. Draw 
a card at the beginning of the next turn. 5E 


Paroxysm EC 1@ 
During the upkeep of enchanted creature $ controller, 
reveal the top card of that player's library to all play- 
ers. If that card is a land card, destroy enchanted 
creature, Otherwise, enchanted creature gets +3/+3 
until end of turn. (Return the card to the top of the 
player's library, face down.) EX 


Price of Progress Inst 12@ 
Price of Progress deals 2 damage to each player és 
each nonbasic land he or she controls. EX 


Primordial Ooze © SuOoze 1/1 a 
Primordial Ooze attacks each turn if able. During your 
upkeep, put a +1/+1 counter on Primordial Ooze. 
Then pay X, where X is equal to the number of 
these counters on Primordial Ooze, or tap Primordial 
Ooze and it deals X damage to you. 5E 


Pyroblast Interrupt e 
cer target spell if it is blue, or beta target perma- 
nent if it is blue. (/f this spell targets a permanent, play it 
as an instant, *See Hydroblast for related rulings, — SE 
Pyrotechnics Sore 4@ 
Pyrotechnics deals 4 damage divided any way you 
choose among any number of target creatures and/or 
players. * You must distribute all 4 damage, but you 
can't assign 0 damage to a target. So this spell has 
an effective maximum of four targets, even though 
this isn’t explicit in the text. 5E 
Raging Goblin = SuGoblin 11 @ 
Raging Goblin is unaffected by summoning sickness. EX 


Rain of Salt Sore 4e2 
Destroy two target lands. US 
Rathi Dragon SuDragon 5/5 2@@ 


Flying. When Rathi Dragon comes into play, sacrifice 
two mountains or sacrifice Rathi Dragon. 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T Cost 
Ravenous Baboons SuApes 2/2 o@ 
When Ravenous Baboons comes into play, destroy 
target nonbasic land. EX 
Raze Sore 2 
At the time you play Raze, sacrifice a land. Destroy 
target land. US 
Reckless Ogre SuOge 3/2 3@ 
If Reckless Ogre attacks and no other creatures do, it 
gets +3/+0 until end of turn. EX 
Reflexes EC 2 
Enchanted creature gains first strike, US 
Renegade Warlord Su Soldier 3/3 4@ 
First strike. If Renegade Warlord attacks, each other 
attacking creature gets +1/+0 until end ‘of tum, TE 


Retromancer Su Viashino 3/3 2@@ 
Whenever Retromancer is the target of a spell or 
ability, Retromancer deals 3 damage to that spell or 
ability’s controller. US 
Rolling Thunder Sore xee 
Rolling Thunder deals X damage divided any way you 
choose among any number of target creatures and/or 
players. T 


Ruination Sorc 3@ 
Destroy all nonbasic lands, SH 
Rumbling Crescendo Ench 3e@2@ 


During your upkeep, you may put a verse counter on 
Rumbling Crescendo. @¥, Sacrifice Rumbling 
Crescendo: Destroy up to X target lands, where X is the 
number of verse counters on Rumbling Crescendo. US 


Sabertooth Wyvern Su Drake 3/2 ae 
Flying, first strike. EX 
Sabretooth Tiger SuTiger 21 o@ 
First strike. 5E 
Sandstone Warriorsu Soldier 13 2@@ 


First strike, @: Sandstone Warrior gets +1/+0 until 
end of turn, TE 


Seald Enh 1@ 
Whenever a player taps an island for mana, Scald 
deals 1 damage to that player. 


Scalding Salamandersu Salamander2/1 Qe 
0: Scalding Salamander deals 1 damage to each 
creature without flying defending player controls. Play 
this ability only if Scalding Salamander is attacking 
and only once each turn. EX 
Scorched Earth Sore xe 


Choose and discard X land cards: Destroy X target 
lands, TE 


Scoria Wurm SuWum 7/7 ae 
During your upkeep, flip a coin. If you lose the flip, 
return Scoria Wurm to owner's hand. US 
Scrap Inst 22 
Destroy target artifact. Cycling 2. US 
Searing Touch Inst 


e 
Buyback 4. Searing Touch deals 1 damage to target 
creature or player. TE 


sree Anger Sorc e 
Buyback 3. Target creature gets +3/+0 until end of 
turn. SH 


Seismic Assault Ench eee 
Choose and discard a land card: Seismic Assault 
deals 2 damage to target creature or player. EX 
Shadowstorm Sore 

Shadowstorm deals 2 damage to each creature with 
shadow, 

Shard Phoenix  SuPhoenx 22 #@ 
Flying, @@@: Put Shard Phoenix into your hand. 
Use this ability only if Shard Phoenix is in your grave- 
yard and only during your upkeep. Sacrifice Shard 
Phoenix: Shard Phoenix deals 2 damage to each 


Creature without flying. H 
Shatter Inst 12@ 
Destroy target artifact, 5E,TE 
Shattering Pulse Inst 1e@ 
Buyback 3. Destroy target artifact. EX 
Shatterstorm Sore 2ee@ 


Destroy all artifacts. Creatures destroyed in this way 
cannot be regenerated this turn. 5E 
Shiv's Embrace EC 2e@ 
Enchanted creature gets +2/+2 and gains flying. @: 
Enchanted creature gets +1/+0 until end of turn. US 
Shivan Dragon  SuDragon 5/5 we@@ 
Flying, @: Shivan Dragon gets +1/+0 until end of tum, 5E 
Shivan Hellkite Su Dragon 5/5 See 
Flying, 1 @: Shivan Hellkite deals 1 damage to tar- 
get creature or player. US 
Shivan Raptor —Sulizard 3/1 

First strike, echo. Shivan Raptor is unaffected by 
summoning sickness. 


2@ 


Shock Inst a 
Shock deals 2 damage to target creature or player. SH 
Shocker Sulnsect V1 te 


If Shocker damages any player, that player discards 
his or her hand, then draws a new hand of as many 
cards as he or she had before, 
Shower of Sparks Inst 
Shower of Sparks deals 1 damage to target creature 
and 1 damage to target player. U 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


Smoke Ench ee 
Players cannot untap more than one creature during 
their untap phases. *See Winter Orb for related rulings. 
When you choose a creature, you're choosing from 
among those creatures that would have untapped oth- 
erwise. For example, you can’t decline to untap Cofin 
Queen, and then choose the Queen as the one creature 
for Smoke. If none of your creatures would have 
untapped otherwise, then none of them untap. BE 
Sneak Attack Ench ae 
‘@: Choose a creature card from your hand and put 
that creature into play. The creature is unaffected by 
summoning sickness. At end of turn, sacrifice the 
creature. 
Sonic Burst Inst 12 
Discard a card at random: Sonic Burst deals 4 dam- 
age to target creature or player. EX 
Spelishock Ench 2@ 
enever any player successfully casts a spell, 
Spellshock deals 2 damage to him or her, 
Spitting Hydra = SuHydra 0/0 Gee 
Spitting Hydra comes into play with four +1/+1 coun- 
ters on it. 1.@, Remove a +1/+1 counter from 
Spitting Hydra: Spitting Hydra deals 1 damage to tar- 
get creature. SH 
Starke of Rath  Sulegend 22 vee 
©: Destroy target artifact or creature. That perma- 
nent’s controller gains control of Starke of Rath per- 
manently. TE 
Steam Blast Sore 2@ 
Steam Blast deals 2 damage to each creature and 
player. US 


DID YOU KNOW.. 


Birds of Paradise was based on the origi 
Tropical Island? When the art came in 
of Tropical Island, the bird was featured so 
it demanded its own card! 


Stone Giant Su Giant 3/4 2@@ 
&: Target creature you control with toughness less 
than Stone Giant’s power gains flying until end of 
turn. At end of turn, destroy that creature. ° Stone 
Giant can target itself with its ability if you can anes 
its power and toughness properly. 


Stone Rain Sore : se 
Destroy target land. 5E,TE 
Stone Spirit Su Spit 4/3 4@ 
Stone Spirit cannot be blocked by creatures with flying.5E 
Stun Inst 12@ 


Target creature cannot block this turn. Draw a card. 
°See “Cantrip” in the Rules Summary section. — TE 
Sudden Impact Inst 3@ 
Sudden Impact deals 1 damage to target player for 
each card in his or her hand. TE 
Sulfuric Vapors Ench 3@ 
Whenever a red spell deals damage, it instead deals 
that amount of damage plus 1. US 
Tahngarth’s Rage EC 

If enchanted creature is attacking, it gets +3/+0, 
Otherwise, it gets -2/-1. 

Thundering Giant SuGiant 4/3 s@@ 
Thundering Giant is unaffected by summoning sickness, US 
Tooth and Claw Ench 3@ 
Sacrifice two creatures: Put a Carnivore token into 
play. Treat this token as a 3/1 red creature, TE 
Torch Song Ench 228 
During your upkeep, you may put a verse counter on 
Torch Song. 2 @, Sacrifice Torch Song: Torch Song 
deals X damage to target creature or player, where X 
is the number of verse counters on Torch Song, US 


Viashino Outrider Su Viashino 4/3 = ee 
Echo. US 
Viashino Runner Su Viashino 3/2 oe 


Viashino Runner cannot be blocked by only one creature.US 
Viashino SandswimmerSu Viashino3/2 2@@ 
@: Flip a coin. If you win the flip, return Viashino 
Sandswimmer to owner's hand, Otherwise, sacrifice 
Viashino Sandswimmer. U 
Viashino Weaponsmithsu Viashino2/2 se 
Whenever a creature blocks it, Viashino Weaponsmith 
gets +2/+2 until end of turn. US 


Vug Lizard Sulizard 3/4 1e@@ 
Echo, mountainwalk. US 
Wall of Diffusion  SuWall 0/5 we 
Wall of Diffusion can block creatures with shadow. TE 
Wall of Fire SuWal 0/5 1e@@ 


‘@: Wall of Fire gets +1/+0 until end of turn. © 5E 


Wall of Razors SuWall 41 1@ 
First strike, SH 
Wall of Stone Su Wall 0/8 eee 

5 


ST - Stronghold 
EX - Exodus 


~ Wild Wurm 


US - Urza’s Saga 


Title Type ‘P/T Cos 
SuWurm 5/4 3 
When Wild Wurm comes into play, flip a coin. If you 
lose the flip, return Wild Wurm to owner’s hand. TE 


Wildfire Sorc 4e2 
Each player sacrifices four lands, then Wildfire deals 
4 damage to each creature. US 


Winds of Eieange Sorc 

Each player shuffles his or her hand into his or her 
library, then draws a new hand of as many cards as he 
or she had before. *Fach player draws the same num- 
ber of cards as he or she shuffled into his or her own 
library, This is typically the number of cards that player 
held when resolution began, but not necessarily, — 5E 
Word of Blastin Inst 1e 
Destroy target Wall. That wall cannot regenerate this 
turn. Word of Blasting deals to that Wall's controller 
an amount of damage equal to the Wall’s total cast- 
ing cost. 5 


Abbey Gargoyles Su Gargoyles 3/4 ones 
Flying, egal from red. 


Absolute Grace Ench 

All creatures gain protection from black. ‘8 
Absolute Law Ench 1* 
All creatures gain protection from red. US 


Birds pj Paradiag 


Advance Scoul Su Soldier 11 = de 
First strike, 2%: Target creature gains first strike until 
end of turn. TE 
Akron ey peed Legionnaire 8/4 6 33% 
Except for Legionnaires and artifact creatures, crea- 

tures you control cannot attack. 5E 
Alabaster Potion Inst De 
Target player gains X life, or prevent X damage to any 
creature or player. 5E 


Allay Inst Lae 
Buyback 3.. Destroy target enchantment. EX 
Angelic Blessing Sore 2% 


Target creature gets +3/+3 and gains flying until end 
of turn, EX 
Angelic Chorus Ench 3 
Whenever a creature comes into play under your con- 
trol, gain life equal to that creature’s toughness, US 
Angelic Page Su Spit 11 t%® 
lying. @: Target attacking or blocking creature gets 
‘1/+1 until end of turn. US 
agelic Protector Su Angel 2/2 31% 
ying. If Angelic Protector is the target of a spell or 
ability, it gets +0/+3 until end of turn. TE 
Angry Mob Su Mob2+*/2+* 2 a 3% 
Trample, During your turn, Angry Mob has power and 
toughness each equal to 2 plus the number of swamps 
all opponents control. During other turns, Angry Mob 
has power and toughness each equal to 2. 5E 
nimate Wall EC * 
lay only on a Wall. Enchanted creature can attack 
as though it were not a Wall, 5E 
Ansint * 
Buyback 3., Prevent up to 3 ane to any creature.TE 
Arenson’s Aura Ench 2% 
#, Sacrifice an enchantment: Destroy target 
enchantment. 3 @'@: Counter target enchantment 
spell. Play this ability as an interrupt. 5E 


My +m 


UE 


Armageddon Sore Ow 
Destroy all lands, 5E 
Armor of Faith EC 


* 
Enchanted creature gets +1/+1. #¥: Enchanted crea- 
ture gets +0/+1 until end of turn. 5E 
Armar Sliver Su Sliver 2/2 Qi 
Each Sliver gains “2: This creature gets +0/+1 until 
end of turn.’ TE 
Armored Pagastis Su Pegasus 1/2 dae 
Flying. fe 
Auratoyg SuAtog 1/2 1% 
Sacrifice an enchantment: Auratog gets +2/+2 until 
end of turn. 


Title Ty /T Cost 


avenging Gnee! Su Angel 3/3 33a 
Flying. If Avenging Angel is put into any graveyard 
from play, you may put Avenging Angel on top of 
owner's library. 

Ayser GureaucyaisSu Bureaucrats 1/1 Dae 
: Tap target creature with power 2 or less. 5E 
Dandaye Inst * 
Prevent 1 damage to any creature or player. Draw a 
card, SH 


Benalish Hero SuHero 1/1 * 
Banding. 5E 
Blessed Wine Inst D* 


Gain 1 life. Draw a card at the beginning of the next 
turn, 5E 


Bincne Seve? Su Blinking Spirit 2/2 3% 
0: Return Blinking Spirit to owner’s hand. 5E 
Brainwash EC * 


Enchanted creature cannot attack this turn unless its 
controller pays an additional 3. 5E 
Grilliant Hale EC 1 
Enchanted creature gets +1/+2. When Brilliant Halo 

is put into a graveyard from play, return Brilliant Halo 
to owner's hand. US 


Calming Lisid Sulicid 2/2 2a 
*, @: Calming Licid loses this ability and becomes 
a creature enchantment that reads “Enchanted crea- 
ture cannot attack” instead of a creature. Move 
Calming Licid onto target creature. You may pay 
to end this effect. «See Transmogrifying Licid for 
related rulings. § 
Caribou Range EL 2 
Play only on a land you control. 4%, Tap enchanted 
land: Put a Caribou token into play. Treat this token 
as a 0/1 white creature. Sacrifice a Caribou token: 
Gain 1 life. 

Castle Ench 

Each untapped creature you control gets +0/+2 
unless it is attacking. 

Cataclysm Sore 2H 
Each player chooses from the permanents he or she 
controls an artifact, a creature, an enchantment, and 
a land and sacrifices the rest. EX 
Catastroghe Sore ae 
Destroy all lands or all creatures, Creatures destroyed 
this way cannot regenerate this turn. US 


Change of Heart Inst * 
Buyback 3. Target creature cannot attack this turn. SH 
Cha Su Knight 2/2 23 


If Chai acks, it a +0/+3 until end 
of turn. E 
Gear Inst 1% 
Destroy target enchantment. Cycling 2. US 
Clerey en-Jee SuCleric 1/1 9 1% 
: Prevent 1 damage to any creature or player. TE 
Cloudchaser Eagle SuBird 2/2 @ 
Flying. When river Eagle comes into play, 
destroy target enchantment. TE 
con noregaie Ins ae 
Target player gains 2 life for each creature in play.US 
Contemplation Ench Dae 
Whenever you successfully cast a spell, gain 1 life. SH 
Convalescence Ench 


1% 
During your upkeep, if you have 10 or less life, gain 1 
life. EX 


Conviction EC 1 
Enctanted creature gets +1/+3, %: Return 
Conviction to owner's hand, 

CaP: Artifacts Ench 1 


2: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 
Spells and abilities that prevent or redirect damage can 
be played only if appropriate damage is being dealt, 
therefore only during damage prevention. »If new dam- 
age is assigned during a damage-prevention step, it's 
folded into the existing damage-prevention step rather 
than starting a step of its own. So if a source assigns 
damage more than once during damage prevention 
(typically from a triggered ability such as Manabarbs’s), 
one use of a Circle will prevent all of it 5E 
CoP: Black Ench 1* 
1: Prevent al damage to you from a black source. 
(Treat further damage from that source normally.) 
See CoP: Artifacts for related rulings. 5E,TE 
CoP: Blue Ench ie 
1); Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) 
°See CoP: Artifacts for related rulings. 5E,TE 
DOP: Green Ench 1% 
1: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) 
°See CoP: Artifacts for related rulings. 5ETE 
CoP: Hed Ench 1% 
1; Prevent all damage to you from a red source, 
(Treat further damage from that source normally.) 
°See CoP. Artifacts for related rulings. 5E,TE 
CoP: Shadow Ench 1% 
1; Prevent all damage to you from a creature with 
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Title Type P/T Cost 
shadow. (Treat further damage from that source nor- 
mally.) °See CoP: Artifacts for related rulings. TE 
CoP: White Ench 1* 
1: Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) 


See CoP: Artifacts for related rulings. 5E,TE 
Crusade Ench eK 
All white creatures get +1/+1. 5E 


WAvenani Archer SuArche 12 2% 
®: D’Avenant Archer deals 1 damage to target 
attacking or blocking creature. 


Death Speakers Su Speakers 1/1 ea 


Protection from black. 5E 
Death Ward Inst * 
Regenerate target creature, 5E 


lletensive Formation Ench * 
Instead of the attacking player, you choose how crea- 
tures attacking you deal combat damage. 

Discinle of Grace SuCleric 12 G% 
Protection from black. Cycling 2°. US 


Qisciple cf Law SuCleric «1/2 ike 


Protection from red. Cycling 2. US 
Disenchant Inst be 
Destroy target artifact or enchantment. —5E,TE,US 


Divine Offering Inst be 
Destroy target artifact. Gain an amount of life equal 
to that artifact’s total casting cost. *Montargeted 
parts of an effect only care whether the targeted 
parts fizzle, not whether they actually accomplish 
anything. So you gain the life even if the target arti- 
fact is a creature and regenerates, for example. 5E 


Divine Transformation EC 23% 
Enchanted creature gets +3/+3, 5E 
Dust to Dust Sore Dee 


Remove two target artifacts from the game. 5E 


Elite Archers Su Soldiers 3/3 5% 
®: Elite Archers deals 3 damage to target attacking 
or blocking creature, US 


Elite Javelin@er Su Soldier 2/2 @% 
If Elite Javelineer blocks, it deals 1 damage to target 
attacking creature. TE 


Exalted Dragon Su Dragon 5/5 4aka 
Flying. Each turn, Exalted Dragon cannot attack 
unless you sacrifice a land. 

Eye for an Eye Inst a 
Play only when a creature, spell, or effect assigns 
damage to you. Eye for an Eye deals an equal amount 
of damage to that source's controller. *Eye for an Eye 
is played at the beginning of damage prevention. The 
resulting damage is therefore included in the same 
damage-prevention step that includes the original 
damage that allowed this spell to be played. «This 
isn't a targeted spell. Eye for an Eye deals damage 
based on the amount of damage the creature, spell, or 
effect assigned to you. Note that preventing the dam- 
age with automatic effects such as protection doesn’t 
reduce the damage dealt by Eye for an Eye. 5E 
Faith Healer Su Cleric 1/1 = ‘tie 
Sacrifice an enchantment: Gain life equal to the sac- 
rificed enchantment’s total casting cost. Ss 
Field of Sauis Ench 296% 
Whenever a nontoken creature is put into your grave- 
yard from play, put an Essence token into play. Treat 
this token as a 1/1 white creature with flying, = TE 
Flickering Ward EC * 
When you play Flickering Ward, choose a color. 
Enchanted creature gains protection from the chosen 
color, ¥%: Return Flickering Ward to owner’s hand. TE 
Gallantry Inst te 
Target blocking creature gets +4/+4 until end of 
turn, Draw a card. TE 
Gerrard’s Battle Cry Ench * 
2%: All creatures you control get +1/+1 until end 
of turn. TE 
Glorious Anthem Ench 1 
All creatures you control get +1/+1. US 
Greater Realm of Preservation Ench ie 
1-9: Prevent all damage to you from a black or red 
source. (Treat further damage from that source nor- 
mally.) See CoP: Artifacts for related rulings. — 5E 
Hanna's Custody Ench 2% 
Artifacts cannot be the target of spells or abilities. TE 
Heal Inst * 
Prevent 1 damage to any creature or player. Draw a 
card at the beginning of the next turn. 5E 
Healing Salve Inst * 
Choose one —Target player gains 3 life; or prevent up 
to 3 damage to a creature or player. *Healing Salve 
is a modal spell, with each mode being legal at dif- 
ferent times. Outside of damage prevention, Healing 
Salve is legal to play only to have a player gain life. 
During damage prevention, it's legal to play only to 
prevent damage. 5E,US 
Herald of Serra SuAngel 3/4 2a 
Flying, echo, Attacking does not cause Herald of 
Serra to tap. 

Hlero’s Resolve EC pe 
Enchanted creature gets +1/+5. TE 


ACLE PLAYER’S GUIDE 


Title Type P/T Cost 


Hidden Retweat Ench 2% 


Choose a card in your hand and put it on top of your 
library: Prevent all damage from an instant or sorcery.SH 


High Ground Ench # 
Each creature you control may block one additional 
creature, EX 


Hinvarion SuHipparion 1/3 Te 
Hipparion cannot be assigned to block any creature with 
power 3 or greater unless you pay an additional 1. 5E 
Holy Swength EC * 
Enchanted creature gets +1/+2. 5E 
Honor Guard Su Soldier 1/1 * 
2%: Honor Guard gets +0/+1 until end of tum. SH 


Humble Inst 1% 
Target creature loses all abilities and is a 0/1 crea- 
ture until end of turn. US 


Humillly Ench 23 
Each creature loses all abilities and is a 1/1 creature, 
© Humility only removes abilities, not descriptive text, 
such as “walls cannot attack.” «If a creature has a 
“comes into play” ability, it occurs before the continuous 
effect of Humility removes that ability. e When calculat- 
ing the power and toughness of creatures when both 
Humility and a card such as Nature's Revolt or Crusade 
are in play, apply the effects in the order the cards were 
played. Built-in abilities of a creature and any counters 
on the creature are applied first. Then, you apply all 
external effects in the order they entered play. This 
results in counters and abilities such as Skyshroud 
Elite’s having no effect whatsoever on the creature's 


final power and toughness. 
lcatian Phalanx Su Soldiers 2/4 94% 
Banding. 5E 


lealian Scout Su Soldier 1/1 * 
1), ©: Target creature gains first strike until end of 
turn. 5E 
leatian Town Sore 5% 

Put four Citizen tokens into play. Treat these tokens 
as 1/1 white creatures. 5E 


Intrepid Hero Su Soldier 1/1 9-9 
®: Destroy target creature with power 4 or Lt 


invulnerability Inst ea 
Buyback °°, Prevent all damage to you from one 
source. (Treat further damage from that source nor- 
mally.) TE 
island Sanctuary Ench 1 
Skip drawing a card: Until the beginning of your next 
turn, only creatures with flying or islandwalk can attack 
you. Use this ability only during your draw phase and 
only once each turn. e/f you draw more than one card 
during the draw phase, you can delay using the 
Sanctuary as long as you want, to draw as many cards 
as possible hefore having to decide whether to play its 
ability. *Once you've skipped a draw to pay for this 
ability, the effect will last for the stated duration, even if 
the Sanctuary is removed later. 5E 


lvery Guardians Su Guardians 3/3 aaa 
Protection from red. As long as any opponent controls 
any red cards in play, all Guardians get +1/+1.  5E 
Justice Ench Qe 
During your upkeep, pay #2 or sacrifice Justice. 
Whenever any red creature or spell assigns damage, 
Justice deals an equal amount of damage to that crea- 
ture’s or spell’s controller. ° This ability triggers when 
damage is assigned, not when it's successfully dealt. 
Preventing some or all of the damage that's assigned 
doesn’t affect the damage dealt by Justice. The dam- 
age dealt by Justice is handled during the same dam- 
age prevention step as the damage that triggered it. 5E 


Karma Ench 29% 
During each player's upkeep, Karma deals to that 
player an amount of damage equal to the number of 
swamps he or she controls, 5 


Keener of the Light Su Wizard 1/2 eae 
2%, @: Gain 3 life. Play this ability only if you have 
less life than target opponent. EX 
Kismet Ench 3 
Artifacts, creatures, and lands target player controls 
come into play tapped. *Kismet affects all artifacts, 
creatures, and lands that its target puts into play, 
regardless of how they are put into play. They will 
enter play tapped even if an effect another player con- 
trols puts them into play. For example, this will apply 
to a land played via Untamed Wilds, or a creature put 
into play via Animate Dead. ¢ These permanents simply 
enter play tapped; they don’t enter play untapped and 
then become tapped. Thus, abilities that trigger when 
something becomes tapped aren't triggered. * When 
something phases in, all abilities that modify how it 
comes into play are ignored, along with those that trig- 
ger because it comes into play. Thus, Kismet doesn’t 
cause permanents to phase in tapped. 5E 


Kieidoran Moyal Guard Su Soldiers 2/5 3 ae 
>: Redirect from you to Kjeldoran Royal Guard all 
combat damage dealt by unblocked creatures this 
turn. © This ability redirects only combat damage dealt 
hy unblocked attacking creatures, It won't, for exam- 
ple, redirect damage dealt by abilities that happen to 
be used during combat. *Kjeldoran Royal Guard redi- 
rects all such damage that's being dealt to you or 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


that's dealt to you later in the turn. Damage that was 
already dealt to you isn’t redirected. Remember that 
damage can be redirected to something only if it's in 
play when the redirection effect resolves. 5E 
eldoran Skycaptain Su Soldier 2/2 4k 
Banding, flying, first strike. 5E 
Knight af Dawn Su Knight 2/2 doaeae 
First strike, 44%: Knight of Dawn gains protection 
from the color of your choice until end of turn. TE 
Kor Chant Inst 2% 
Redirect to target creature all damage dealt to any 
one creature you control from any one source. EX 
Lancers em-Ker Su Soldiers 3/3 ake 
Trample. ©: Redirect 1 damage from Lancers en-Kor 
to a creature you control. SH 


Light of Day Ench 3% 
Black creatures cannot attack or block. TE 
Limiled Resources — Ench * 


When Limited Resources coines into play, each player 
chooses five lands he or she controls and sacrifices 
the rest. As long as there are ten or more lands in 
play, players cannot play lands. 


Marble Titan SuGiant 3/3 3% 
Creatures with power 3 or greater do not untap dur- 
ing their controllers’ untap phases. TE 


Waster Necoy SuSoldier 1/2 die 
%, &: Tap target creature. TE 


Mesa Falcon Su Falcon V1 Le 
Flying. 14%: Mesa Falcon gets +0/+1 until end of ‘ 
turn, 5 


Mesa Peyasus Su Pegasus V1 ‘te 
Banding, flying. 5E 
Monk idealist Su Cleric 2/2 2% 
When Monk Idealist comes into play, return target 

enchantment card from your graveyard to your hand.US 


Vionk Realist Su Cleric 1/1 9 (Loe 
When Monk Realist comes into play, destroy target 
enchantment. US 


Mounted Archers Su Soldiers 2/3 @% 
Mounted Archers can block creatures with flying. 2%: 
Mounted Archers can block an additional creature this 
turn, (All blocking assignments must still be legal,) TE 
Nomads en-Kor Su Soldiers 1/1 * 
0: Redirect 1 damage from Nomads enor to a 
creature you control, 


Oath of Lieges Ench 1* 
During each player's upkeep, if that player controls 
fewer lands than target opponent, the player may 
search his or her library for a basic land card and put 
that land into play. The player shuffles his or her 
library afterwards, EX 
opal Acrolith Ench 2% 
Whenever one of your opponents successfully casts a 
creature spell, if Opal Acrolith is an enchantment, Opal 
Acrolith becomes a 2/4 creature that counts as a 
Guardian, 0: Opal Acrolith becomes an enchantmentUS 


Hnai Archangel Ench ae 
When one of your opponents successfully casts a 
creature spell, if Opal Archangel is an enchantment, 
Opal Archangel becomes a 5/5 creature with flying 
that counts as an Angel. Attacking does not cause 
Opal Archangel to tap. US 
Opal Caryatid Ench * 
When one of your opponents successfully casts a 
creature spell, if Opal Caryatid is an enchantment, 
Opal Caryatid becomes a 2/2 creature that counts as 
a Soldier, US 
fal Garyoyta Ench 1 
When one of your opponents successfully casts a 
creature spell, if Opal Gargoyle is an enchantment, 
Opal Gargoyle becomes a 2/2 creature with flying 
that counts as a Gargoyle, US 
Dial Titan Ench 2% 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Titan is an enchantment, Opal Titan 
becomes a 4/4 creature with protection from each of 
that spell’s colors and that counts as a Giant. 

Gracle en-Vee = SuWizard «1 = ie 
: Target opponent chooses any number of crea- 
tures he or she controls. During that player's next 
turn, those creatures attack if able, and no other 
creatures can attack. At the end of that turn, destroy 
each of those creatures that did not attack. Use this 
ability only during your turn, TE 
Opler of the Sacred ToehSu Paladin 2/2 Daleae 
®, Pay 1 life: Counter target black spell. Play this 
ability as an interrupt. 5E 
Order of the While SiieldSu Knights 2/1 3 
Protection from black, 3: Order of the White Shield 
gets first strike until end of turn, 22%: Order of the 
White Shield gets +1/+0 until end of turn. 5E 
Orim, Samite FealerSu Legend 1/3 dea 
Orim, Samite Healer counts as a Cleric. : Prevent 
up to 3 damage to any creature or player. TE 
Orim’s Prayer Ench Lae 
If any creatures attack you, gain 1 life for each 
attacking creature. 

Pacifism EC 1% 
Enchanted creature cannot attack or block,  TE,US 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 


Paladin en-Vee Su Knight 2/2 deve 
First strike, protection from black, protection from red.EX 
Pariah EC 2% 
Redirect to enchanted creature all damage dealt to 
you. US 
Path of Peace Sorc 3% 
Destroy target creature. That creature’s owner gains 
4 life. US 
Peace of Mind Ench Te 
2%, Choose and discard a card: Gain 3 life, EX 
Pearled Unieort Su Unicom 2/2 2 * 
Penasus Charger Su Pegasus 2/1 2 
Flying, first strike, US 
Peyasus Reluge Ench 3 
2), Choose and discard a card: Put a Pegasus token 
into play. Treat this token as a 1/1 white creature with 
flying. °See “Token” in the Rules Summary section. TE 


Pegasus Stampetle Sore ie 
Buyback-Sacrifice a land. Put a Pegasus token into play. 
Treat this token as a 1/1 white creature with flying. EX 


Penance Ench 2% 
Choose a card from your hand and put that card on 
top of your library: Prevent all damage from a black 
or red source, EX 


Personal Incarnation Su Avatar 6/6 eae 
Personal Incarnation’s owner may redirect any 
amount of damage from it to himself or herself. If 
Personal Incarnation is put into any graveyard from 
play, its owner loses half his or her life, rounded up. 
° The destruction of a Personal Incarnation causes 
loss of life, which may not be prevented, redirected, 
and so on. A negative life total is considered to be 0 
for all purposes except that of raising or lowering it, 
so if your life total is negative, it doesn't change. 

° This loss of life is a triggered ability that follows the 
normal rules. For example, it will interact normally 
with Creature Bond, so you can choose whether or 
not to take the Creature Bond damage before losing 
life. If two Personal Incarnations owned and con- 
trolled by the same player die at the same time, the 
abilities are played one at a time, so the player won't 
necessarily drop to 0 life. 5E 


Pikemen Su Pikemen 1/1 1* 
Banding, first strike. 5E 
Planar Birth Sorc 1* 


Put all basic lands from all graveyards into play under 
their owners’ control, tapped. US 


Prasence of the Master Ench 3% 
Whenever a player plays an enchantment spell, 
counter it. 

Prismatic Ward EC be 
When you play Prismatic Ward, choose a color. All 
damage dealt to enchanted creature by sources of 
the chosen color is reduced to 0. * You may only 
choose one of the five Magic colors: white, blue, 
black, red, or green. “Colorless” does not count as a 
color word, 5E 
Pursuit of Knowledge Ench 3 
Skip drawing a card: Put a study counter on Pursuit 
of Knowledge. Remove three study counters from 
Pursuit of Knowledge, Sacrifice Pursuit of Knowledge: 
Draw seven cards. SH 


Quickening Lickd — Sulicid 1/1 
19%, @: Quickening Licid loses this ability and 
becomes a creature enchantment that reads 
“Enchanted creature gains first strike” instead of any 
other type of permanent. Move Quickening Licid onto 
target creature. You may pay 3% to end this effect. 
°See Transmogrifying Licid for related rulings. TE 


Reaping the Rewarls Inst * 
Buyback-Sacrifice a land, Gain 2 life. EX 
Reconnaissance Ench 


0: Remove target attacking creature you control 
from combat and untap it. EX 


Redeem Inst le 
Prevent all damage to one or two creatures. (Treat 
further damage normally.) US 


Remembrance Ench ak 
Whenever a nontoken creature you control is put into 
a graveyard, you may search your library for a copy 

of that creature card. If you do, reveal the card, put it 
into your hand, and shuffle your library afterward, US 


Repentance Sore 2% 
Target creature deals to itself damage equal to its 
power. TE 


Repentant Blacksmilhsu Smith 2 9 4 * 


Protection from red. 


Reverse Damage Inst Dae 
All damage dealt to you so far this turn from one 
source is retroactively added to your life total instead 
of subtracted. (Treat further damage from that 
source normally.) Reverse Damage may be played 
either during the damage-prevention step when the 
damage is dealt or later in the turn. If you play it 
later in the turn, side effects of the damage, if any, 
aren't undone. e/f a single source dealt damage to 
you at different times over the turn, total the damage 
from that source so far this turn and reverse all of it. 
Only unprevented damage is reversed, and reversing 


Sor - Sorcery 
SC - Summon Creature 


P/T Cost 


the damage prevents it. So playing more than one 
Reverse Damage isn’t useful unless more damage is 
dealt to you after the first effect resolves, 

Remember that mana burn is loss of life, not dam- 
age, So you can’t regain it with Reverse Damage. 
«Reverse Damage doesn’t cause you to gain life equal 
to twice the amount of damage dealt to you by that 
source so far this turn, Rather, the damage is consid- 
ered to never have been assessed against your life 
total in the first place. You then gain life equal to the 
damage that would have been dealt. For example, if 
Reverse Damage is played while Forsaken Wastes is 
in play, your life total will be reset to what it “should” 
be, though you won't gain life in addition to that. 5E 


Title Type 


Righteousness Inst * 
Target blocking creature gets +7/+7 until end of turn.5E 
Rolling Stones Ench 1* 
Walls can attack as though they were not Walls. SH 
RoP: Artifacts Ench 1* 


%: Prevent all damage to you from an artifact source, 
(Treat further damage from that source normally.) 
Cycling ‘2. °See CoP: Artifacts for related rulings. US 
RoP: Black Ench 1* 
+: Prevent all damage to you from a black source. 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP: Artifacts for related rulings. US 


RoP: Blue Ench 1a 
3: Prevent all damage to you from a blue source, 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings, US 


RoP: Green Ench 1* 
®: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) 
Cycling 2:. *See CoP: Artifacts for related rulings. US 


RoP: Lands Ench 1* 
3%: Prevent all damage to you from a land scurce, 
(Treat further damage from that source normally.) 
Cycling 2:. See CoP: Artifacts for related rulings. US 


RoP: Red Ench 1 
3: Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) 
Cycling 2. ¢See CoP: Artifacts for related rulings. US 
RoP: White Ench Le 
%: Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 


Sacred Baon Inst 1b 
Prevent up to 3 damage to target creature. At end of 
turn, put a +0/+1 counter on that creature for each 

1 damage prevented in this way. 5E 


Sacred Ground Ench 1% 
Whenever an effect controlled by any opponent puts 
a land into your graveyard from play, put that land 
into play. SH 
Saored Guide Su Cleric 1/1 * 
1%, Sacrifice Sacred Guide: Reveal cards from the 
top of your library until you reveal a white card. Put 
that card into your hand. Remove all other revealed 
cards from the game, TE 
Safeguard Ench 3% 
2 #: Target creature deals no combat damage ’ 
turn. 

Sainite Blessing EC * 
Enchanted creature gains. “@: Prevent all damage to 
any creature from any one source.’ SH 


Samite Healer SuCleric 1/1 4% 
®: Prevent 1 damage to any creature or player. 5E 
Sanctum Gustedian Su Cleric 1/2 @a 
: Prevent up to 2 damage to a creature or player.US 
Sanctum Guardian Su Soldier 1/4 dae 
Sacrifice Sanctum Guardian: Prevent all damage to a 
creature or player from one source. (Treat further 
damage from that source normally.) US 


Scapegoat Inst * 
Sacrifice a creature: Return any number of target 
creatures you control to owner's hand, SH 


Seasoned Marshal Su Soldier 2/2 23% 
Whenever Seasoned Marshal attacks, you may tap 
target creature, US 


Seraph SuAngel 4/4 6% 
Flying, Whenever any creature Seraph damaged this 
turn is put into any graveyard, put that creature into 
play under your control at end of turn. Sacrifice the 
creature if you lose control of Seraph. °/f a creature 
damaged by Seraph leaves its owner's graveyard 
before the Seraph’s effect resolves, the effect will do 
nothing to it, even if the creature has returned to the 
graveyard. * Whether the creature is a creature card 
is unimportant. For example, if an Assembly Worker 
damaged by your Seraph is destroyed, the Seraph 
effect will put the Mishra’s Factory card into play 
under your control, * The ability triggers when an 
appropriate creature is put into any graveyard, not 
when the Seraph damages a creature. Therefore, the 
player who controls the Seraph as the creature dies 
is the one who plays the ability at end of turn and 
who gets control of the creature at that time. This 
isn't necessarily the player who controlled the Seraph 
when it damaged that creature. How the Seraph 
damaged the creature is unimportant. ° Triggered por- 


EC - Enchant Creature 
Intr - Interrupt 


5E - Fifth Edition 
TE - Tempest 


P/T Cost 


tions of an effect don’t care what happens prior to 
the effect's resolution. If you don't control Seraph 
when the creature is put into play, this won't cause 
the creature to be destroyed. 5 
Serene Offering Inst 1% 
Destroy target enchantment. Gain life equal to that 
enchantment's total casting cost. TE 
Serra Avatar Su Avatar */* 4 aes 
Serra Avatar has power and toughness each equal to 
your life total. When Serra Avatar is put into a grave- 
yard, shuffle Serra Avatar into owner's library. US 
Serra Bestiary EC Cd 
During your upkeep, pay 2 or sacrifice Serra 
Bestiary. Enchanted creature cannot attack, block, or 
play any ability that includes <$ in its activation cost.5E 
Serra Paladin Su Paladin 2/2 23% 
&: Prevent 1 damage to any creature or player. 
1%, &: Attacking this turn does not cause tar- 
get creature to tap. 5E 


Title Type 


Serra Zealot Su Soldier = 1/1 * 
First strike. US 
Serra’s Embrace EC 2 


Enchanted creature gets +2/+2 and gains flying. 
Attacking does not cause enchanted creature to tap.US 
Serra’s Hymn Ench * 
During your upkeep, you may put a verse counter on 
Serra’s Hymn. Sacrifice Serra’s Hymn: Prevent up to 
X damage total to any number of creatures and/or 
players, where X is the number of verse counters on 
Serra’s Hymn. US 
Serra’s Liturgy Ench 2 
During your upkeep, you may put a verse counter on 
Serra’s Liturgy. #, Sacrifice Serra’s Liturgy: Destroy 
up to X target artifacts and/or enchantments, where X 
is the number of verse counters on Serra’s Liturgy. US 
Shackles EC 2% 
Enchanted creature does not untap during its con- 
troller$ untap phase. #: Return Shackles to owner $ 
hand. EX 
Shaman en-Kor  SuCleric 12 Dae 
©: Redirect 1 damage from Shaman en-Kor to a 
creature you control. 1.4: Redirect to Shaman en- 
Kor all damage dealt to any one creature from any 
one source. 

Shield Bearer Su Soldier 0/3 = 
Banding. 5E 
Shield Mate Su Soldier 1/1 * 
Sacrifice Shield Mate: Target creature gets +0/+4 
until end of turn. EX 
Shield Wall Inst 1* 
All creatures you control get +0/+2 until end of tum. 5E 
Shimmering Barrier SuWal 13 Dae 
First strike, cycling 2. US 
Silent Atlendant 
&: Gain 1 life. 
Skyshreud Falcon SuBid 11 ae 
Flying. Attacking does not cause Skyshroud Falcon to 
tap. SH 
Smite Inst * 
Destroy target blocked creature. SH 
Seliari Champion Su Soldier 2/2 2% 
Shadow. If Soltari Champion attacks, all other crea- 
tures you control get +1/+1 until end of tum. SH 
Seltari Crusader Su Knight 21 2a 
Shadow. 1%: Soltari Crusader gets +1/+0 until end 
of turn. TE 
Soltari Emissary Su Soldier 2/1 a 
3%: Soltari Emissary gains shadow until end of turn. TE 


Seltari Foot Soldier Su Soldier 1/1 * 


Su Cleric 0/2 2% 
US 


Shadow. TE 
Soltari Lancer  SuKnight 2/2 dix 
Shadow. First strike when attacking. TE 
Soltari Mank SuCleric 2/1 ex 
Protection from black, shadow. TE 
Soltari Priest SuCleric 2/1 2% 
Protection from red, shadow. TE 


Soltari Trooper SuSoldier 1/1 de 
Shadow. If Soltari Trooper attacks, it gets +1/+1 until 
end of turn. TE 
Soltari Visionary SuCleric 2/2 daex 
Shadow. If Soltari Visionary damages any player, 
destroy target enchantment that player controls. EX 
Songstitcher Su Cleric 1/1 * 
1%: Target attacking creature with flying deals no 
combat damage this turn. US 
Soul Seulptor Su Townsfolk 1/1 2% 
1%, ©: Target creature becomes an enchantment 
and loses all abilities until a player successfully casts 
a creature spell. US 
Soul Warden Su Cleric 1/1 * 
Whenever any other creature comes into play, Lal 


life. 

Spirit en-Kor Su Spirtt 2/2 3% 
Flying. 0: Redirect 1 damage from Spirit en-Kor to a 
creature you control. SH 
Spirit Link EC 

For each 1 damage enchanted creature deals, gain 1 


ST - Stronghold 
EX - Exodus 


US - Urza’s Saga 


P/T 


life. » Gaining life is a function of Spirit Link, not an 
ability granted to the creature. If you have multiple 
Spirit Links on the same creature, each of them will 
give you life when that creature deals damage. You're 
the one who gains the life, even if you don’t control 
the creature. However, you can gain life only if Spirit 
Link is in play at the end of the appropriate damage 
prevention step. Protection from a color prevents all 
damage of the appropriate color, which will prevent 
life from being gained. 5E 
Spirit Mirror Ench 2 
During your upkeep, if there are no Reflection tokens 
in play, put a Reflection token into play. Treat this 
token as a 2/2 white creature. 0: Destroy target 
Reflection. TE 
Standing Troops Su Soldiers 1/4 i 
Attacking does not cause Standing Troops to tap. EX 
Staunch Defenders Su Soldiers 3/4 3 aeae 
When Staunch Defenders comes into play, gain 4 us 


Title Type 


Talon Sliver Su Sliver 11 Doe 
All Slivers gain first strike. TE 
Temper Inst xX1* 
Prevent up to X damage to target creature, For each 
1 damage prevented in this way, put a +1/+1 count- 
er on that creature. H 
Treasure Hunter Su Townsfolk 2/2 2% 
When Treasure Hunter comes into play, you may 
return target artifact card from your graveyard to 
your hand. EX 
Truce Inst 2% 
Each player may draw up to two cards, For each card 
less than two any player draws, that player gains 2 
life. 5E 
Tundra Wolves © Su Wolves 1/1 * 
First strike. 5E 
Venerable Monk  SuCleric 22 2% 
When Venerable Monk comes into play, gain 2 life. SH 
Voice of Grace SuAngel 2/2 3% 
Flying, protection from black. US 
Voice of Law SuAngel 2/2 3% 
Flying, protection from red. US 
Wall of Essence = SuWall 0/4 Dae 
For each 1 combat damage dealt to Wall of Essence, 
gain 1 life. SH 
Wail af Nets Su Wall 0/7 1% 
At end of combat, remove from the game all creatures 
blocked by Wall of Nets. If Wall of Nets leaves play, 
return to play under their owners’ control all creatures 
removed from the game with Wall of Nets. EX 
Wall of Swords SuWall 3/5 3% 
Flying. 5E 
Warmth Ench 1* 
Whenever target opponent successfully casts a red 
spell, gain 2 life. TE 
Warrier Ange! Su Angel 3/4 42% 
ae For each 1 damage Warrior Angel deals, a 4 
life. 


Warrior en-Ker — SuKnight 2/2 3% 
0: Redirect 1 damage from Warrior enKor to a 
creature you control. SH 
Waylay Inst 2% 
Put three Knight tokens into play. Treat these tokens 
as 2/2 white creatures. Remove them from the game 
at end of turn. US 
Welkin Hawk SuBird V1 1% 
Flying. If Welkin Hawk is put into any graveyard from 
play, you may search your library for a Welkin Hawk 
card, reveal that card to all players, and put it into 
your hand. Shuffle your library afterwards. EX 
White Knight Su Knight 2/2 %#*%* 
First strike, protection from black. 5E 
Winds of Rath Sore 3H 
Destroy all creatures with no enchantments on them. 
Those creatures cannot be regenerated this turn. TE 
Worshi Ench 3% 
Damage that would reduce your life to less than 1 
instead reduces it to 1 if you control a creature. US 
Worthy Cause Inst * 
Buyback 2. Sacrifice a creature: Gain life equal to 
the sacrificed creature's toughness. TE 
Wrath of God Sorc 2 
Destroy all creatures, Those creatures cannot be 
regenerated this turn. ° This spell isn’t targeted and 
doesn't deal damage, so protection from white won't 
save a creature. 5E 
Youthful Knight © Su Knight 2/1 = dae 
First strike, SH 
Zealois en-Dal Su Soldiers 2/4 = Sake 
During your upkeep, if all nonland permanents you 
control are white, gain 1 life. EX 
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CLASSIC (TYPE 1) Library of Alexandria 
BANNED* Maze of Ith 
Amulet of Quoz Mind Twist 


Bronze Tablet 
Channel 


Mirror Universe 
Mishra’s Workshop 


Chaos Orb Mox Emerald 
Contract from Below Mox Jet 
Darkpact Mox Pearl 


Demonic Attorney 
Divine Intervention 


Mox Ruby 
Mox Sapphire 


Falling Star Rebirth 
Jeweled Bird Recall 
Mind Twist Regrowth 
Rebirth Shahrazad 


Shahrazad Sol Ring 
Tempest Efreet Strip Mine 
Timmerian Fiends Tempest Efreet 


Time Walk 
Timetwister 
Timmerian Fiends 
Underworld Dreams 


SSI 


Ancestral Recall 


Balance Wheel of Fortune 
Berserk Zuran Orb 

Black Lotus 

Black Vise 


EXTENDED BANNED 


Braingeyser 

Deane Tutor Any cards trom 
Fastbond the following 
Fork limited-edition 
Wory Tower expansions and 
Library of Alexandria ~—sbasic sets are 
ee banned unless 
Mox Emerald they are 


reprinted ina 


re . legal set, limited 
Mox Ruby or otherwise: 
Mox Sapphire Arabian Nights 

Recall Antiquities 

Regrowth Legends 

Sol Ring Limited 


Unlimited 

The following 
individual cards 
are also banned 
in Extended for- 
mat: 

Balance 


Strip Mine 
Time Walk 
Timetwister 
Underworld Dreams 
Wheel of Fortune 


CLASSIC- 
RESTRICTED 


E 1.5) Black Vise 
ree * Braingeyser 
Amulet of Quoz Channel 
Ancestral Recall Demonic Tutor 
Balance Fastbond 
Berserk Hypnotic Specter 
Black Lotus Ivory Tower 
Black Vise Kird Ape 
Braingeyser Land Tax 


Mana Crypt 


Bronze Tablet 
: Maze of Ith 


Candelabra of Tawnos 


Channel Mind Twist 
Chaos Orb Regrowth 
Contract from Below  Serendib Efreet 
Copy Artifact Sol Ring 
Darkpact Strip Mine 
Demonic Attorney Wheel of Fortune 
pantie Tutor Zuran Orb 

ivine Intervention | 
Fang Star Hate Misa 
Fastbond 


RATH CYCLE 
CONSTRUCTED 


Fork 

|ANNED 
Ivory Tower 
Jeweled Bird Cursed Scroll 


“Any ante card contained in any 
newly released card set 


— Jeepers! 


You're sittin’ on a gold mine! 


Check out The Duelist Price Index, coming in next month’s issue. 
Complete Magic card price list, tradability ratings, and a regular 
column on the financial aspects of playing Magic. 

All this in one magazine, along with the most in-depth Magic 
strategy, complete Standard player’s guide with up-to-date rulings and 
errata, inside information about the game you love, and 
unparalleled coverage of the trading card game industry. 


DUELIST 
PRICE INDEX 
A complete guide to selling and trading Magic cards. 


survey of retailers, All prices, high, median, and low, are 
teal. The median, which is listed in the highlighted cal- 
umn, is similar to an average price (also called the mean 
in high-falutin’ mathematical terms). The difference is 
that the median is an actual value that is located in the 
middle of an ordered list of all values, while the mean is 
the total of all values, divided by the number of values, 
The variations reflect the differences in regional supply 
and demand, — 


The high and low are hest used to determine the price 
range for a given card. When purchasing cards, it's very 
likely that the price will fall somewhere between the list- 
ed high and low, and is likely to be closer to the median 
than to high or low. 


When trading cards, it's best to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country. For the most stable com- 
parison, the median is the way to go. 


Fresh out of the pack, cards are almost always in 
mint condition. Cards that are not straight out of a booster 
may still be in mint condition but typically are not, unless 
they've been protected somehow since opening. 


Upon first inspection, mint and near mint 
condition cards should seem identical. Near mint condi- 
ton cards are different only by the virtue of one or two 
harely detectable marks, All DP! prices are for mint/near 
mint condition cards, The distinction is so minor that one 
or two indiscernible marks do not devalue the card. 


Bearing one or two small but noticeable 
marks, which can include small scratches, whitened cor- 
ners, and minor scuff marks, Very fine condition cards 
are worth about 70-90 percent of a mint/near mint ver- 
sion of the same card. 


Cards that have many minor defects—whitened 
comers, scratches, and scuff marks—but no major 
marks, such as creases, folds, or extensive scuff marks, 
Fine condition cards are worth about 60-80 percent of a 
mint/near mint version of the same card. 


Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks, Good 
condition cards are worth about 30-70 percent of a 
mint/near mint version of the same card. 


—Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have little or no-value. 
Poor condition cards that are difficult to find in mint/near 
mint condition are worth about 10-50 percent of a 
mint/near mint version of the same card. 


The prices presented here are the result of a nationwide 
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CENTRAL 
% Cosmic Comics - Helena 
109 E, 6th Ave. 
Helena, MT 59601 
Contact: Peggy Bahls 
cosmic@centric.net 
%* Dragon’s Den 
3801 W. 34th St, Suite 115 
Sioux Falls, SO 57106 
Contact: Larry Kohlman 
Phone: (605) 361-4343 
dragons_ den @ideasign.com 
% The Splash Page - Missoula 
1900 Brook St. 
Missoula, MT 69801 
contact: Scott Phelps 
Phone: (406) 543-9944 
helps @bigsky.net 
%* Blackhills Magic 
914 Main St. 
Rapid City, $0 57701 
Contact: Jack Korsen 
Phone: (605) 343-6531 
skorsen@rapidnet.com 
% Level 12 
114 W. 2nd St 
Casper, WY 82601 
Contact: Mark Bull 
Phone: (307) 266-5303 
splort@coffey.com 
%* Imagination Unlimited 
1000 N, Sth St. 
Grand Junction, 60 81501 
Contact: Verna Feuerborn 
Phone: (970) 243-2963 


Nho-FATLANTIC 

> Comic Shop Plus 
2358. 21st St. 
Newark, OH 43055 
Contact: Michael Orben 
Phone: (740) 344-6471 
mikeo@infinet.com 

% Guardian Comics (2) 
114 Smallwood Village 
Waldorf, MD 20602 
Contact: Paul Ragsdale 
Phone: (301) 638-0898 
pragsdal@olg.com 

% Richmond Comix 
8517 Midlothian Turnpike 
Richmond, VA 23235 
Contact: Frank Miller 
Phone: (804) 330-3460 
tichmix@cyberwks.net 

% Comicquest 

1328 Chestnut St. 

Emmaus, PA 18049 

Contact: Tom Barnes 

Phone: (610) 966-0199 

ti@enter.net 

Total Access Games 

7217 Stonewall Parkway 

Mechanicsville, VA 23111 

Contact: John Bowles 

Phone: (804) 559-1124 

total-access @mindspring.com 


%* 


% 


Spellbinders 
257 8. Water St. 
Kent, OH 44240 
Contact: Paul Burdick 

Phone: (330) 673-2230 
zuranguy @aol.com 

All Star Comics & Cards 
1151 Quentin Rd. 

Lebanon, PA 17042 

Contact: Kevin Furhman 
Phone: (717) 228-1855 


Whowest 


% 


# 


2 


¥K 


In Your Face Comics 
2350 E. Stop 11 Rd. 
Indianapolis, IN 46227 
Contact: Alex Heminger 
Phone: (317) 888-9961 
angelal @iquest.net 
Chimera Hobby Shop-ll 
425 W. College Ave, 
Appleton, WI 84911 

Contact: Bob Moses 

Phone: (820) 735-1201 
chimera@iosys.net 
Downtown Comics 

111 N. Pennsylvania St. 
Indianapolis, IN 46204 
Contact: Kevin Dolen 

Phone: (317) 237-0398 
dtc@indy.net 

Galaxy Cards & Comics 
2707 Aurora Ave. 

Naperville, IL 60540 
Contact: Dan Piiefer 

Phone: (630) 778-1144 
galaxycam1 @aol.com 

The Tenth Planet 

200 W. Lincoln Hwy. 
Schereville, IN 46375 
Contact: Matt Johnson 
Phone: (219) 322-2902 
merlin @netnitco.net 
Sibley Lumber Centers 
25212 Harper Ave. 

St. Clair Shores, MI 48081 
Contact: Howard Dawson 
Phone: (810) 772-2020 
phdt1@juno.com 

Outer Limits! White Cap Comics 
1120 Burton SW. 

Wyoming, MI 49509 
Contact: Dan Collins 

Phone: (616) 452-1348 
rex2man@aol.com 

S$ & § Collectibles 
3506 §, 22nd St 

St. Joseph, MO 64503 
Contact: Sam Bradford 
Phone: (816) 233-4413 
sandscomputing@sandscomputing.com 
Big League Baseball Cards Supply 
527 N. Sheridan St, 

Crown Point, IN 46307 
Contact: Tim Malott 

Phone: (219) 663-7537 
save@big-league.com 


% 


ONTRISUTORS | 


Dragon Fire Comics 
1800 N.W. 86th St 
Clive, 1A 50325 

Contact: Doug & Jeff 
Phone: (515) 270-5371 
Heroes Comics 
4562 Chloe 

Pikeville, KY 41501 
Contact: Ben Grisman 
Phone: (606) 432-4376 


NORTHEAST 


* 


The Brass Dragon 
272 Main St 

Torrington, CT 06790 
Contact; Brian Muhlbaier 
Phone: (860) 489-5262 
brassdragon@snetnet 
Saratoga Sci-Fi 
Wilton Mail 

Saratoga Springs, NY 12866 
Contact: Doug Chang 
Phone: (518) 584-2699 
doug@scifizone.com 
Dragon’s Lair 

1144 New Brittain Ave, 
West Hartford, CT 06110 
Contact: Vince Seese 
Phone: (860) 231-1915 
drgnlair@aol.com 


« Jam’s Comic Connection 


435 King St. 

Littleton, MA 01460 

Contact: Joan Sekelsky 

Phone: (978) 486-1099 
jamscomics@aol.com 

New Hampshire Magic Outpost 
761 Candia Rd. 
Chester, NH 03036 

Contact: Raymond Anderson 
Phone: (603) 483-2276 
maroken@aol.com 

The Grid 

687 Main St 

Manchester, CT 06040 

Contact: Karl Dignam 

Phone: (860) 645-9006 
the_grid@yahoo.com 

Wayne’s Cards & Comics 
711 Putnam Pike 

Greenville, Rl 02828 

Contact: Wayne Martin 

Phone: (401) 949-0022 
wmartin?11@aol.com 

Heavenly Collectibles 

883 72nd St. 

Brooklyn, NY 11228 

Contact: Reynaldo Torres 

Phone: (718) 921-0450 

Lenox Sportscards & Gaming 
55 Pittsfield Rd, 

Lenox, MA 01240 

Contact: Bill Mitkoff 

Phone: (413). 637-3243 

Neutral Ground - New York 
122 W. 26th St, 4th Floor 

New York, NY 10001 


* 


Contact: Brian David-Marshall 
Phone: (212) 633-1288 
Rah Coco’s 
1063 Chalkstone Ave, 
Providence, RI 02908 
Contact: Regan Hurst 
Phone: (401) 861-3221 
The Game Zone 

903 Central Ave. #8 
Dover, NH 03820 
Contact: Mark Hutchinson 
Phone: (603) 749-2242 


NorRTHWEST 


Ms 


Games Plus 

17612 140th Ave, NE, 
Woodinville, WA 98072 
Contact: Donald Forbis 
Phone: (425) 485-7295 
gamespls@isomedia.com 
Somerville Entertainment 
8008 W. Scardale 

Boise, 10 83704 

Contact: Ken Somerville 
Phone: (208) 368-5277 
somerent@ micron.net 
Emerald City Comics 
770 E, 13th 

Eugene, OR 97401 
Contact: Stuart Bracken 
Phone: (541) 345-2568 
Gambit Games - Former Location 
1037 Northwest Brooks St. 
Bend, OR 97701 

Contact: Brad Irwin 
Phone: (541) 330-8196 


SiouTH 


He 


Evolution Comix 
912 Adams 

Alamagordo, NM 88310 
Contact: John Thomas 
Phone: (505) 434-9350 
evocom@wazoo.com 
Grand Slam Sports & Comics 
3436 Williams Rd. 

Fort Worth, TX 76116 
Contact: Jim Morgan 
Phone: (817) 244-7311 
grandsla@onramp.net 
Ivory & Steel 

1585 Cimarron Plaza 
Stillwater, OK 74075 
Contact: Jason Lewis 
Phone: (405) 372-3905 
ivorystl@ionet.net 
Pegasus Loft 

3808A Kemp Blvd. 
Wichita Falls, TX 76308 
Contact: Shelton Fugate 
Phone: (940) 692-7571 
pegloft@wf.quik.com 
Bibliotech Books and Comics 
123 E. Main 

Shawnee, OK 74801 
Contact: Randolph Grizzle 
Phone: (405) 275-9494 
ragrizzle@aol.com 


< BCS Books & Comics 
701 Inwood Dr. 

Bryan, TX 77802 

Phone: (409) 846-7412 


SOUTHEAST 
% Blackthorn 
1430 Highway 70E 
Dickson, TN 37055 
Contact: Mark Amoroso 
Phone: (615) 446-6057 
blkthrn! @aol.com 
¥ Outer Limit Comics 
100 N. Houston Lake Blvd, 
Centerville, GA 31028 
Contact: David Davenport 
Phone: (912) 953-7867 
dedi 27 @aol.com 
% Games Galore - Raleigh 
6570 Glenwood Ave, 
Raleigh, NC 27612 
Contact: Chris Killmeyer 
Phone: (919) 781-4263 
gamesgalore@ compuserve.com 
‘« Bunjee’s Books and Comics 
1414 Highway 16 W. 
Griffin, GA 30223 
Contact: Bill Phillips 
Phone: (770) 412-6723 
smivvins@aol.com 
Games & Things 
1575-C Fort Campbell Blvd, 
Clarksville, TN 37042 
Contact: Kenneth Hawkins 
Phone: (931) 553-0381 


West 

% All Star Baseball 
912 §. Robertson Blvd. 
Los Angeles, CA 90035 
Contact: Richard Lo Scalzo 
Phone: (310) 652-2904 
allstarcards @earthlin.net 

% Arizona Collector's Paradise 
1649 N. 74th St 
Scottsdale, AZ 85257 
Contact: George Velez 
Phone: (602) 970-6744 
azpar@aal.com 

%* Court Jesters 
1117 E, Main St, #102 
Alhambra, CA 91801 
Contact: Frank Burr 
Phone: (626) 284-2607 
frank @courtjesters.com 

% North Coast Role Playing 
609 E St. 
Eureka, CA 95501 
Contact: Barry Osser 
Phone: (707) 444-2288 
oss{nerp@mail.northcoast.com 

” Thunder & Lightning Cards 
111 E, Cedar St. #201 
Burbank, CA 91502 
Contact; Art Soghomonian 
Phone; (213) 341-5600 
tlgaming@aol.com 


* 


THE MORE, 
THE MERRIER 


The DPI is open to any retailer 


who'd like to be a member. 

If you're a store owner who'd 
like to participate, 

call (425) 254-2212 

or email 
<superskrull@wizards.com>. 


ADVENTURES 


Each bi-monthly issue features 


Advanced Dungeons & Dragons® 


game scenarios perfect for your 


campaign. Even if you design 


your own fantasy setting— 


DUNGEON® Adventures has 
something for you. 
Fill out the 
order form 
today! — 


Addre 
ate/Pro aves D e and one 
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ethod of Payme |_| Ne |_| Renewa ose mailing lab 
|_| Che |_| Money Orde [_] MasterCard [1 VISA ! ade 
edit Card be co ear (6 es) for $19.9 
q QO 
Ba 0 piration Date [}2 yea CS) 101 
a O ra’ TAQ Q 
enature Date Ea a 8 or $ 
0 7 acid acid 
a d payment to 
D on Adve 0 L} 1 year (6 es) for $24.9 
R [_] 2 yea es) for $44.9 
P.O. Box 46910 LI eq 8 es) for $64.9 
ondido, CA 92046-910 b e d da e the 8 to 10 wee 
A are e 0 ge 0 0 


Or Fax to: 619 8-480 3 D DAQ98 


Air Elemental... 
Ancestral Reca 
Animate Artifact 
Animate Dead . 


Aspect of Wolf 
Bad Moon... 
Badlands: 


High Med Low 


0 $3,275 $2,000 
0 2,800 1, 
.00 100. 
0 2,0 


SHOP TALK 


Survey Says... 
Hottest Uza’s Saga Gard; Serra Avatar 


Bestselling Expansion: 


Tempest 


Drain Power 

Dwarven Demolition Team 
Earth Elemental. 
Earthquake... 


False Orders 
Farmsteat 
Fastbond.. 
Feedback 

Fire Elemental... 
Fireball..... 


Gauntlet of Might.. 


Med Low 


O by Alex Shvartsman 


Shop Talk is a forum for the DPI’s contributing retailers to speak their 
minds and share their opinions about important issues. To get the ball 
rolling, we asked them about the popularity of the latest and greatest 
Magic expansions: 


%* What were your 


irst impressions of Urza's Saga? What are the 
hottest-selling singles from this expansion? 


%* What is the best-selling Magic expansion of all time at your store? 


Berserk. 

Birds of Paradise... 
Black Knight. 
Black Lotus 


Blaze of Glory. 
Blessing 

Blue Ward.. 
Bog Wraith 
Braingeyser 
Burrowing. 
Camouflage 
Castle..... 
Celestial Prism 
Channel, 
Chaos Orb... 
Chaoslace . 
Clockworl 
Clone... 


Consecrate Land 
Conservator... 

Contract 
Control 
Conversion. 
Copper Tablet... 
Copy Artifact.. 
Counterspel 
Crusade, 
Crystal Rot 
ursed Land.. 
Cyclopean Tomb... 
Dark Ritual 
ArKPACt oan 
eathgrip... 
eathlace... 
emonic Attorney 
lemonic Hordes... 
Demonic 
Dingus Egg. 
isenchant 
isintegrat 
Disrupting 
Dragon Wi 


POP ENNONNNDNHH EHYNWHONNYNYDYIYUNYNNNENNNNYNONNNWNYNOWWw EN 


i Glasses of 


i Hypnotic 
2 Ice Storm.... 


£ Goblin Balloon Brigad 
+ Goblin King... 
: Granite Gargoyl 
} Green Ward.. 


lelm of Chatzu 
ive, The...... 
lowling Min 
urricane 


cy Manipulator. 
llusionary Mas! 
nstill Ener 


ey Druid... 
ibrary of Leng 
ich... 


} Lifeforce.. 

t Lifelace.... 

t Lifetap 

; Lightning Bolt . 
H Living Artifact... 


iving Lands. 
iving Wall... 
ord of Atlantis 
ord of the Pit. 


$ Mahamoti Djinn 
Mana Flare... 
¢ Mana Short 
+ Mana Vautt.. 
¢ Manabarbs... 
{ Meekstone... 


RVR WOONORNDAONDDUSNANSYNAON DNDN WOWNNNVNYNVHNYWWNYNNDWNYNNWNNNND 


H Nether Shadow. 
:  Nettling Imp. 
£ Nevinyrral's Dis 
: Nightmare. 
= Northern Paladi 

$  Obsianus Golem, 
+ Orcish Artillery... 
$ Orcish Oriflamm 
} Personal Incarnatio 
: Phantasmal Forces 
: Phantom Monster, 
Pirate Shit 
: Plateau... 


Power Surge 
Psionic Blast 
Purelace.. 
Raging River 
Red Wart 
Regrowth 
Resurrection. 
Reverse Damag 
Righteousness... 
Roc of Kher Ridges. 
Rock Hyd 

Rod of Ruin. 

Royal Assassin... 
Sacrifice... 
Savannah 
Savannah Lions 


Sengir Vampire... 
Serra Angel . 
Shivan Dragon... 
lacrum. 


Steal 


Stone Giant. 
? Sunglasses of Urza 
+ Swords to Plowshares. 


faiga 


imetwister... 

ropical Island... 
fsunami.. 

jundra 

Tunnel. 

Iwo-Headed Giant. 
nderground Sea... 
thden Troll... 
Verduran Enchantress 
Vesuvan Doppelgange' 
Veteran Bodyguard 
Volcanic Eruption. 
Volcanic Island. 

Wal 
Wal 
Wa 


Wooden 
Word of 
Wrath 0 


Booster Display 
Booster Pack... 


$4,200 $3,50 
3,800 3,000 2,500 
175.00 122.00 99.00 
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} Copper Tabl 
Copy Artifact. 
: Counterspell. 
: Crusade... 
+ Crystal Rot 
{Cursed Land 
: Cyclopean Tom! 


Starter Display .. 


3 Starter Deck. 
Typical Common. 


t Air Elemental 
> Ancestral Recall. 
{Animate Artifact 


} Ankh of Mishra.. 
: Armageddon.. 

: Aspect of Wol 

£ Bad Moon 

: Badlands... 

$  Balanet 

: Basalt Monolith. 


: Black Lotus... 

} Black Vise 

3 Black Ward... 
{Blaze of Glor 

2 Blessing... 

+ Blue Elemental Blast... 


; Braingeyser.... 
: Burrowing 


: Conservator... 
: Contract from Below... 


ark Ritual... 
Darkpact.. 
Deathgrip 
Deathlace. 
Demonic Attorney .. 


; Demonic Hordes 
: Demonic Tutor... 
: Dingus Egg. 


isenchant. 
isintegrate . 
isrupting Scepter 


False Orders 
} Farmsteat 


ond. 
back 
Elemental . 


H Gauntlet of Might... 
{Giant Growth 
: Giant Spider 


} Goblin Balloon Brigad 
+ Goblin King. 
Granite Gargoyl 

: Green Ward. 


Holy Armor... 
Holy Strengtt 


> Howl from Beyond 


Howling Min 


Icy Manipulator. 
llusionary Mask 
Instill Energy 
invisibility 


Jade Statue.. 
Jayemdae Tome 
Juggernaut... 


Lifeforce.. 
Lifelace... 
Lifetap 
Lightning Bolt... 
Living Artifact... 
Living Lands 
Living Wall... 
Llanowar Elves. 
Lord of Atlantis 
Lord of the Pit. 


Mahamoti Djinn 

Mana Flare... 

Mana Short. 

Mana Vault... 

Manabarb: 

Meekstoni 

Merfolk of the Pearl Trident 


Nevinyrral's Disk. 
Nightmare... 


Orcish Artillery. 
Orcish Oriflamme... 
Paralyze. 

Personal Incarnatio 
Phantasmal Forces 
Phantom Monster. 
Pirate Shi 


Power Surge..... 
Prodigal Sorcerer... 
Psionic Blast 


Resurrection 
Reverse Damage... 
Righteousness. 


Royal Assassin. 
Sacrifice. 
Savannah 
Savannah Lions 
Scavenging Ghoul 
Scrubland... 
Scryb Sprite 
Sedge Troll. 
Sengir Vampire 
Serra Angel 
Shivan Dragon . 
Simulacrum: 
Sinkhole .. 
Siren’s Call. 


Sol Ring.. 
Soul Net. 


High 


Med 
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Stone Giant .. 
Stone Rai 
Stream of Li 


i Thicket Basilisk. 
+ Thoughtlace.. 


Throne of Bone. 
Timber Wolves.. 


Timetwister .. 
Tranquility... 


Two-Headed Giant. 
Underground Sea... 
Unholy Strength. 
Unsummon.. 

Uthden Troll. 
Verduran Enchantress 
Vesuvan Doppelgange! 
Veteran Bodyguard 
Volcanic Eruption... 
Volcanic Island... 

I of Ai 

Il of Bone 

| of Bramble: 

I of Fire. 

I of Ic 

| of Stone 

| of Swords. 


Winter Orb... 
Wooden Sphere 
Word of Command. 
Wrath of God.... 
Zombie Master. 


Complete Set 
Booster Display 
Booster Pack 
Starter Display . 


Starter Deck 


Air Elemental.... 
Ancestral Recall 
Animate Artifact 


Animate Wall 
Ankh of Mishra. 
Armageddon. 


: Aspect of Wolf... 


Bad Moon 


: Badlands. 
$ Balance... 


Basalt Monolith. 


Black Lotus . 
Black Vise. 
Black Ward. 
Blaze of Glo 
Blessing... 
Blue War 
Bog Wraith... 
Braingeyser.. 


Consecrate Land 
Conservator 


Contract from Below... 


bo 


High Med Low TR : 
2.50 2.00 


Ss 


Ssssessesssesss 


ss 


$2,500 $1,6 


Item 


Control Magi 
Conversion 

Copper Table 
Copy Artifact 
Counterspell. 
Crusade... 
Crystal Ro 
Cursed Land. 

Cyclopean Tomb 


Disrupting Scepter. 
Dragon Whel 

Drain Power. 

Dwarven Demolition Team. 
Earth Elemental. 
Earthbind 

Earthquak 

Elvish Archers 

Evil Presence. 

False Orders. 


Force of Nature. 
Forcefield. 


Gaea’s Liege. 
Gauntlet of Migh 
Glasses of Urza.. 


Goblin Balloon Brigade. 
Goblin King 

Granite Gargoyle. 
Green Ward.. 


Hive, The.. 
Howling Mine 
Hurricane 
Hypnotic Specte 
Ice Storm 


Icy Manipulator. 
Illusionary Mask 


+ Instill Energy 
+ Invisibility 


Iron Star... 


: Island Sanctuary 


 Kormus Bell.. 
: Kudzu. 
¢ Lance... 
: Ley Druid. 


Library of Leng... 


Med 
2.00 


Low TR 


Living Lands. 
Living Wall 

Lord of Atlan 
Lord of the Pi 
Lure... 

Magical Hack 
Mahamoti Djinn... 
Mana Flare 
Mana Short. 


Nether Shadow.. 
Nettling Imp... 
Nevinyrral's Disk. 
Nightmare. 
Northern Paladin 
Obsianus Golem. 


Orcish Oriflamme 
Personal Incarnation 
Phantasmal Forces .. 
Phantom Monster. 


Power Surge . 
Psionic Blast. 
Purelace.... 
Raging River . 
Red Ward . 
Regrowth... 
Resurrection... 
Reverse Damage 
Righteousnes: 
Roc of Kher Ridges. 
Rock Hydra... 
Rod of Ruin... 
Royal Assassi 
Sacrific 


Savannah 
Savannah Lions .. 


i Sengir Vampire.. 


Serra Angel. 
Shivan Drago 
Simulacrum.. 
Sinkhole.... 
Siren’s Call 


$ Sleight of Mind... 


Stone Giant... 


High 
50: 


Med Low 


- 


d Lo R 0) R d Lo R 0 R | 
Sunglasses of Urza.... 2 = Wrath of God Channel.... 150 100 039 1 0 075 (04 
Swords to Plowshare: Deg Chaoslace 300 100 0.50 1 4 3.00 2.00 
4 Clockwork Beas! 4.00 249 1.00 1 400 300 1.00 
| 1 Clone a... 6.0 5.00 2.00 2 600 2 
2 Cockatrice, 5.00 388 200 1 5 0.20 0.05 
1 2 Conservat 100 050 039 1 1.00 050 0.25 1 
2 Booster Display : Contract from Belo 500 300 100 1 100 05 | 
3 Booster Pack $ Control Magi 300 200 100 1 0.50 0.25 005 | 
5 Starter Display. : Conversion 100 050 0.25 1 0687 0.25 | 
/ 5 Starter Deck + Copy Artifact 800 573 300 2 4, 200 1 | 
4} Typical Common : Counterspell. 200 100 050 1 9.00 600 300 2 
123 : Crumble 1 063 (0.25 1 2 15.00 10. 3 
4 = Air Elemental 1: Crusa 800 600 4.00 2 35 0.20 0.05 
| 1} Aladdin's Lamp. 1 3 Crystal 100 075 049 1 500 300 2.00 
| 1 Aladdin's Rin 1: Curse 1.00 063 025 1 : Gaea's Liege. 600 25 
3 5 Animate Artifact 1 + Dancing Scimitar. 3.00 260 1.00 $ Giant Growth 35 0.238 0.05 
erground Sea. 4} Animate Dea 1} Dark Ritua 050 0.23 0.05 0 {Glasses of Urza. 1.00 075 049 1 
thden Troll... 1 Animate Wall 1: 500 300 1.00 GlO0M.... 1.00 1.00 0.51 
_Verduran Enchantress 2 5 Ankh of Mishra. he 1.00 050 025 : Gob! in Balloon Brigad OO 1.00 0.25 
_ Vesuvan Doppelgange 33 Armageddon, 4 3.00 1,50 0.50 1 : Goblin King... 440 300 2 
Veteran Bodyguard 2 Armageddon Clock 1 Demonic Attorney... 4.29 3.00 1.00 : Granite Gargoyle 8.00 600 300 2 | 
Volcanic Eruption. 2} Aspect of Wolf 1: Demonic Hordes 1500 850 6.00 2 : Green Ward.. 00 050 025 1 ! 
Volcanic Island. 00 4 3 0 : Demonic Tutor 6.00 400 250 2 : Guardian Angel. 50 019 0.05 
Wall of Ai 60 1 4 1.29 1.00 0.25 1 : Helm of Chatzuk 300 200 1.00 1 
Wal | 1 ae 400 300 1.00 1 Howl from Beyond 35 020 005 0 
Wal 301 ee 29 0238 0.05 Howling Mine... 00 6.00 400 3 
Wal .35 tie 50 025 0.05 :  Hurkyl’s Recall 400 200 050 
Wal 5 ie 400 300 150 2 £ Hurricane. 100 075 025 1 
Wal 5 iat 3,00 2.00 0.50 1 : Hypnotic Specte 300 200 100 1 
Wal 5 es 3.00 1,60 050 1 : Instill Energy iff 088 0.50 | 
Wal 5 1 3. Drain Life. 39 0.25 0.05 : Iron Star... 100 050 025 1 
Wa Bi] 1: Drain Power. 400 3.00 1.50 1 : Island Fish Jasconius. 4 215) 1.00 1 
Wa 1.00 2 = Blessing 00. oie 1S 35 0.20 0.05 : Island Sanctuary 400 3.00 10 
Water EI 80 1 Blue Elemental Blast.. 0.39” 0.05 0 : Dwarven Weaponsmith 00 090 050 1  Wvory Cup. 1.00 050 0.25 
We 200 "2: 1.00 95 +1 =: Earth Elemental 00 1.00 0.50 1 + ory Tower 6.00 4.00 250 
Wh 3.5 151 49 1: Earthbind.. 50 0.19 0.05 $ Jade Monolit 300 200 1 
Whit 00 2 40 Oo1: 00 400 200 3 : Jandor’s Ring 400 225 1 
Whit 251 99 3m 3 300 1.75 100 1 : Jandor’s Saddlebags 300 215 1 
Will 00 2 10 ae 4,00 3.00 0 1 Jayemdae Tome 5 
Winter Orb... 2.00 1.0 (ce ne 00 3. 1} Juggerna 5 
Wooden Sphere 251 1.0 5 1: 00 1 1. 
Word of Comman 20.00 2 1.0 adr: of 35 0 2. 
we e “ - : is ee — 
: : _ | 
: - 


$5% of all Magic singles in stock at ail tires! 
| ro | | An d I oa d | nc. 253 Reynolds Road, Keavy KY 40737 USA 
Ay Antiquities Vault Company Phone: aa iw eee ok = 1-606-878-9061 
3 p @: G A 


Want to sell us cards? Web Site: http://www.trollandtoad.com 
Fax: 1-606-878-9061 E-mail: sec@aqvault.com or send an e-mail for our newest buylist to: buylist@aqvault.com 


Action Figures Mddle Earth: Dark Minions $19.95 Seraph $4.00 Volcanic Dragon 5.00 Lord Of Atlantis $1.50 
Gandalf the White $12.95 Middle Earth Dragons $19.95 Sulfurous Springs $5.00 Pack Lord Of The Pit $2.00 
Earth Balrog $12.95 Mddle Earth Unltd Bstr$19.95 Zuran Orb $3.00 4th Edt-Chinese BB Bstr $4.50 Mahamoti Djinn $5.00 
Additions Middle Earth Unltd Str $19.95 Legends Sth Edition Booster $2.00 Mana Flare $3.00 Tempest | 
Arena $6.00 Overpower-DC Bstr Box $9.95 Chain Lightning $3.00 Alliances 3.75 Mana Short 2.00 Booby Trap $4.75 | 
Counterspell $18.00 Overpower - Marvel Bstr$9.95 Darkness $1.50 Chronicles 3.00 Mana Vault $2.00 Caldera Lake $4.00 | 
Disenchant $25.00 Overpower-Mission Cntrl$9.95 Equinox $2.00 Dark $7.00 Mishra's Factory $4.00 Corpse Dance $6.00 
Fireball $19.00 $9.95 Hammerheim $2.50 Dark - Italian $2.00 Nightmare $3.50 Dregs Of Sorrow $3.00 
Forest - ARENA land — $8.00 $9.95 Kismet $1.50 Exodus $2.50 Savannah Lions $3.50 Earthcraft $5.00 
Incinerate $12.00 Star Trek Classic Fleer Srtr $9.95 Kobold Drill Sergeant $3.50 Homelands $1.25 Sengir Vampire 2.50 Emerald Medallion $3.50 | 
Mana Crypt $12.00 Star Trek Fleer Starfleet Mnvr $9.95 Kobold Taskmaster $5.00 Ice Age Booster 2.00 Serra Angel $3.00 Humility $7.00 
Mountain - ARENA land$8.00 Unglued Booster $68.00 Pendelhaven $6.00 Legends - Italian $9.50 Shivan Dragon $8.00 Jet Medallion $4.00 
Windseeker Centaur $4.00 Dark Presence Of The Master $2.00 Mirage Booster $2.00 Stasis $2.50 Pearl Medallion 3.50 
Alliances Amnesia $4.00 Tolaria $3.00 Rvd-German BB Bstr $10.00 Swords To Plowshares 1.50 Rathi Dragon $12.00 
Arcane Denial $1.50 Blood Moon $6.00 Urborg $5.00 Ryvd-German WB Bstr $4.70 Time Elemental 2.50 Ruby Medallion $4.00 
Balduvian Horde $7.50 Eater Of The Dead $1.25 Legends - Italian Stronghold $2.50 Wrath Of God $8.00 Sapphire Medallion $7.00 | 
Dystopia $3.00 Elves Of Deep Shadow $2.00 Chain Lightning $2.00 Tempest Booster $2.50 Revised Scroll Rack $5.00 | 
Force of Will $3.00 Maze Of Ith $8.50 Land Tax $2.00 Tempest Starter $6.50 Braingeyser $5.00 Shocker 4.00 
Helm Of Obedience $5.50 Preacher $10.00 Underworld Dreams — $10.00 Unglued Booster $1.50 Demonic Hordes $5.00 Time Warp $8.50 | 
Kjeldoran Outpost $8.00 Exodus Mirage Urza's Saga Booster $2.25 Demonic Tutor $4.00 Verdant Force $5.00 i 
Krovikan Horror $4.00 Fighting Chance $3.00 Cadaverous Bloom $4.00 Urza's Saga Touranent Str $7.50 Fastbond $2.50 Unlimited-Disc. 
Lord of Tresserhorn $3.00 Forbid $2.00 Canopy Dragon $3.00 Visions $3.25 Granite Gargoyle $3.25 Ice Storm $10.00 
Soldevi Digger $4.00 Hatred 56.50 Carrion $2.00 Revised/4th Juggernaut $2.00 Sinkhole $10.00 
Antiquities Memory Crystal 7.50 Catacomb Dragon $6.00 Ankh Of Mishra $2.00 Regrowth 2.00 Visions 
Ivory Tower $4.50 Oath Of Druids $9.00 Celestial Dawn $4.00 Armageddon 8.00 Roc Of Kher Ridges $2.00 Archangel $8.00 
Mishra's Factory: Spring $6.00 Oath Of Lieges $6.00 Dissipate $4.00 Bad Moon 6.00 Rock Hydra $3.00 City Of Solitude $5.00 
Strip Mine (any of 3 uncs) $10.00 Seismic Assault 67.00 Enlightened Tutor $2.50 Balance 2.25 Serendib Efreet $7.00 Nekrataal $3.00 
Su-Chi $4.00 Ice Age Hammer of Bogardan $10.00 Ball Lightning $9.50 Sol Ring 5.00 Rainbow Efreet 4.00 
The Rack $3.50 Adarkar Wastes. $7.00 Maro $5.50 Black Vise 1.50 Vesuvan Doppelganger $11.00 Squandered Resources $3.50 
Arabian Anarchy $1.50 Mist Dragon $4.00 Cockatrice $2.50 Veteran Bodyguard 2.50 Vampiric Tutor $7.00 
Army Of Allah $3.50 Deflection 54.00 Mystical Tutor $1.50 Colossus of Sardia $2.50 Wheel Of Fortune $7.00 Viashino Sandstalker — $2.00 
Desert $2.00 Enduring Renewal 54.00 Natural Balance $4.00 Control Magic $1.50 Stronghold Viashivan Dragon 5.00 
Flying Men $4.00 Icy Manipulator 4.50 Paupers' Cage $3.00 Crusade $6.00 Awakening 5.00 Weatherlight 
Kird Ape 52.50 Jester's Cap $11.00 Sacred Mesa 7.00 Disrupting Scepter $1.50 Mogg Infestation $6.00 Abeyance $9.00 
Rukh Egg $10.00 Jester's Mask 54.00 Stupor $1.50 Gaea's Liege $2.00 Mox Diamond $18.00 Aether Flash $2.50 
Stone-Throwing Devils $3.50 Jokulhaups 6.00 Taniwha 3.50 Goblin King $2.50 Shard Phoenix $4.00 Firestorm $6.00 
Box Orcish Squatters $2.00 Teeka's Dragon 6.00 Howling Mine $5.00 Sliver Queen $10.00 Gemstone Mine 3.50 
Star Trek Fleer Starfleet Mnvr Polar Kraken $3.00 Tombstone Stairwell $4.00 Hypnotic Specter $2.50 Soltari Champion $5.00 Lotus Vale $10.00 
$9.95 Pox $4.00 Uktabi Wildcats $2.50 Land Tax $4.50 


High 


Med 


Low 


Med Low 


Med Low 


TR 


00 12 00 4 Diabolic Machine.. 1 050 025 1 
: 00 088 039 1 Dingus Egg. 4 3 200 1 
} Underground Sea 1500 1200 10.00 4  Disintegrate 030 010 005 0 
: Unholy Strength... 350.2 05 0 = Disrupting Scepter 450 3. 200 2 
= Uthden Troll..... 50 1.0 .50 1 = Divine Transformati 1 098 035 1 Mahamoti Djinn 
? Verduran Enchantre 400 300 200 1 : 400 300 100 1 Mana Clash 
= Vesuvan Doppelganger... 22.00 15.00 10.00 3 200 1 035 1 Mana Flare. 
: Veteran Bodyguard .. 10.00 5.0 00 2 450 3. 200 1 Mana Short 
; Volcanic Eruption 400 300 100 1 1 063 0.25 Mana Vault. 
+ Volcanic Island. 15.00 1200 1000 4 5 4 200 2 Manabarbs.. 
5 Wall of Air. 100 088 025 1 400 300 11 Meekstone.. 
= Wall of Bone... 1.00 050 025 1 = ElMajéj. 400 300 1.50 
: Wall of Brambles. 00 050 025 1 + Elder Land Wurm. 490 300 2) 
$ Wall of Fire 00 050 025 1 = Elen Riders 00 063 0.35 
: Wall of Ice. 100 050 025 1 IWvish Archers. 450 3 2 
> Wall of Stone... 100 055 025 1 nergy Flux J 05 25 Mishra’s War Machin 
nee . 3 Wall of Swords 1.00 0.9 251 Evil Presenc 00 05 .25 Nether Shadow, 
Magical Hack. 1 Ay A F Wall of Water.. 100 0.5 ae | ‘ye for an Eye 450 300 200 Nevinyrral’s Dis! 
Magnetic Mountain. 300 2 1 : Wanderlust 100 0.6 25 1 eedback.... 00 05 25 Nightmare..... f 
Mahamoti Djini 800 6 Al : Warp Artifact. 400 200 095 1 ellwar Stone... 50 1.00 0.35 Northern Paladi 6.25 4.0 4 
6.00 4.25 250 : Water Elemental... 100 050 0.25 1 ire Elemental 1 073 0.25 Oasis... O 5 .25 
400 300 200 : Wel 300 250 1.00 ireball... 50 013 005 Obsianus Golem. 1 50 0.25 
500 3,00 2) : 1200 875 500 3 lashfires 1.00 050 0.25 Onulet 4.00 300 1.00 
400 300 1.50 Whi 2.00 1.00 0.50 lying Carp 400 300 150 1 Orcish e 00 055 0.25 
Meekstone. 5 375 (1.5 3 Whit 100 050 025 1 orce of Natur i 595 3.00 2 Orcish Oriflamme.. 00 050 025 
Mijae Djinn 6 4132.51 F Will-O’-The-Wisp .. 700 500 31 2: Fungusaur... 450 300 200 1 Ornithopter.. 1 50 0.25 
Millston 700 5.00 3.00 + Winter Orb.. 700 500 250 4 + Gaea's Lieg 00 388 6200 1 Osai Vultures 1 50 0.25 
Mind Twist 5.00 3) 2 : Wooden Spher 1 50 0.25 : Ghost Ship... 100 05 .25 Personal Incarnation. 5 340 = 2.00 
Mishra's War Machine... 300 200 11 : Wrath of God.. 9 650 500 4 : Glasses of Urza 1.00 050 0.25 :  Phantasmal Forces 1.00 050 0.25 
Nether Shado 400 300 1.50 : i 5 00 2 : 1.00 050 0.25 = Phantom Monster... 100 O67 0.25 
Nettling Imp... 2 1.0 5 : i 055 0.25 = Pirate Ship.... 400 300 200 
Nevinyrral's Disk. 800 6 400 4 fg 00 400 200 1 Power Surge 4 3.0 50 
Nightmare....... 10.00 7 00° 2 38 FOURTH EDITION : 400 300 21 1 Primal Clay.. 4 i 00 1 
Northern Paladin i 5 2.5 } Complete Set.. $250.00$208.08$12500 3 : Sreen Mana Battery. 450 300 200 1 Psionic Entit 4 3.00 2.00 
bsianus Golem.. I O75 0.25 = Booster Displa 135,00 10250 65, : Green Ward..... 00 050 025 1 Purelace.. 4 2.00 0.95 
nulet.. 3 1.75 (05 > Booster Pack... 5 3.25 295 2 : HelmofChatzu 400 31 A Pyrotechnics 1 0.50 0.25 
rcish Artillery... 100 075 0.25 Starter Display 130.00 100.00 70: ? Howling Mine. 8.00 505 300 3 Radjan Spiri 1.00 050 0.25 
rcish Oriflamme 1 0.67 025 1 : Starter Deck... 13.00 10.0 95 2 : Hurkyl’s Recall 400 300 100 1 Rag Man wR 4.00 3 2.00 
Ornithopter 1 0.65 0.25 1  pical Common... 25 OO. 05 «0: Hurr Jackal 400 3 100 1 Rebirth... -R 4.00 3.0 00 
Paralyze..... 035 0.2 05 : a Hurricane... 00 05 25 1 Red Mana Battery.. wR 4.50 3,00 2.00 
Persona 51 300 2.0 = Abomination $1.00 $0.73 $025 1 : Hypnotic Specter. 300 200 050 1 Red Ward 1.00 050 0.25 
Pestilence... 0.35 0.2 05 0 = Air Elemental. 93 0.25 ? Inferno... 500 4.00 200 1 Relic Bind... 400 300 100 1 
Phantasmal Forces... 100 050 04 Aladdin's Lamp 4 3 1.50 2 Instill Energ 1.00 0.5 25 1 Reverse Damag 6.00 3 200 1 
Phantom Monste ie 100 05 Aladdin's Ring. 4 300 1.50 : Iron Star... 1.00 05 25 1 Righteousness... 5.00 300 200 1 
Pirate SI 4 250 1.00 1 : Aj Baba...... 50 0.35 : Island Fish Jasconius. 450 31 150 1 Rod of Ruin 1.00 0.5 251 
Plague 035 020 005 0 : Angry Mob. ! 50 0.25 ? Island Sanctuary .. 4.00 300 150 1 Royal Assassin. 14.00 10.00 400 3 
Plateau. 15.00 1200 10.00 4 : Animate Artifact. 10 50 0.25 : Wvory Cup... 1.00 0.51 25 1 Savannah Lions 6.00 4.00 200 2 
Power Sink 050 015 005 = Animate Dead .. 00 050 025 : Ivory Tower. 500 400 200 1 Scavenging Ghoul 100 050 025 1 
Power Surge... 4.00 3.0 0 = Animate Wal 4 3 1.50 ? Jade Monolith. 400 300 150 1 Segovian Leviathai 1.00 0.5 25 1 
Primal Clay 3.00 200 0.95 = Ankh of Mishrs 4 3 2.00 :  dandor’s Saddlebags 4.00 1 Sengir Vampire 5.00 3.5 so 1 
Prodigal Sorcerer 0.23 0.25 0.05 0 + Armageddon... 300 4 : 
Purelace... 300 200 0.50 $ Armageddon Cloc 4.00 300 1.50 
aise Dead. 35 0:20 0.05 0 Ashes to Ashes... 50 0.25 
Reconstructio 50 0 05 :  Ashnod’s Battle Gear 50 0.35 1 
ed Elemental Blast 039 0.25 0.05 2 Aspect of Wolf. 450 31 200 
ed Ward 1.00 050 0.26 ? Backfire 100 050 025 1 rank Miller 
egrowth.. 349 200 0.50 2 Bad Moon.. 700 500 200 4 geass 
men 300 hey Oot “Balance 600 400 200 2 17 Midlothian Turnpi 
Reverse Damage 00 4.00 200 1 Ball Lightning. 12 400 3 } 
iio Polarity. : 3 po Birds of Paradise. 00 600 300 4 Richmond, 
ighteousness. 29 300 2 Black Knight. 00 100 0: TAY A 
‘oc of Kher Ridges.. 7005 3 i Black ies Battery. o ks 0 a 4 (804) 330 34 60 
ock Hydra. 1200 800 4 Black Vise... 250 1,00 040 1 ighmi) i 
socket Launcher 5.0 00 Black Ward 00 050 025 1 FIGHMIX 
od of Ruin... 00 050 043 1 = Blessing 480 300 200 1 
‘yal Assassin 5.00 10, 6.00 3 : Blight... 6 35 1 
Seite 200 Gey OE Blue 450 300 200 1 "Urza's Saga /ooks like an excellent set. Thran Quarry is hands dqwn the best single. It makes 
Savannah. 500 1200 1000 4 = Blue 00 050 025 1 : ray, A Pe ee 
Savannah Lions. 00 400 300 3 | Bog 00 050 025 1 the loss of Undiscovered Paradise in Standard a lot easier to bear. Lifeline, Drifting Djinn, and 
Scathe Zombies. 35 0.20 0.05 0 Bottle of Suleima 400 300 150 1 ‘ 
Scavenging Ghoul 00 050 025 1 } Brass Man. 50 025 1 Glorious Anthem are all great. 
Scrubland 5.00 1200 1000 4 = Bronze Tablet. 400 300 150 1 
Sedge Troll. §62 300 2 : Burrowing... 5 05 1 
pate ee am 3: Gath oe te "Visions /s the bestselling set here. Tempest closes in on pack sales but Visions has singles 
diab oe in, pce Pao 50 025 1 that always sel!—Vampirie Tutor, City of Solitude, and many more. Even commons sell. That's 
: ; ' 4 > Celestial Prism ! 50 025 1 4 ce i 
Shivan Drago 00 1449 800 4 Channel 100 050 025 1 the great thing about Visions, It's the first set where some of the best cards are common, and 
Simulacrum 1 059 0.25 £ Chaoslace.. 4 yi 50 1 " 
Siren's Cal 100 075 039 1 } Glockwork Avian, 5 200 4 players love that. 
Sleight of Mind.. R 400 300 1.50 = Clockwork Beast.. A 200 1 
_ 5 25 Q } Cockatrice 5 20 200 1 
Sol Ring 600 400 1.00 2 Colossus of Sardi 6.00 500 200 1 : 
Sorceress Queen Rd 5 3.00 = Conservator 1 5 25 1 : dayemdae Tome.. i 1 Serra Angel A : 
Soul Ne U 05 4 ? Control Magic 2 1 (ea i 200 075 035 1 Shapeshifter 100 075 0.25 
Stasis... 4 2 = Conversion.. 1 5 5 1 1.00 051 25 1 Shivan Dragon 16.00 1200 600 4 
Steal Artifact. 00 11 5 = CoP: Artifacts, 2 400 035 1 100 075 025 1 Simulacrum 
Stone Giant... 00 06 £ Coral Helm. 400 300 150 1 400 10 50 1 Sindbad.. 
Sunglasses of Urza .. 4 25 = Cosmic Horror, 5 50 1 200 1.00 035 1 Siren’s Call. 
Swords to Plowshares. 3. 115) 1 = Counterspell... 9 75 (025 1 400 300 150 1 Sleight of Mind 
1500 1200 10.00 4 Grimson Manticore 40 50 1 600 413 200 1 : Smoke...... 
350 i] > Crumble 1 5 25 1 600 400 200 1 
R 500 345 1.00 = Crusade 700 5: 200 2 1.00 035 2° 1 
The Rack... 200 1 5 2 Crystal 1.0 50 025 1 1.00 0.51 25 1 
Thicket Basilisk.. oO 1 5 > Curse 100 050 025 1 : 1.00 0.51 25 1 
Thoughtlace... 0 125 «(05 > Curse 10 63 025 1 : Lifelace. 400 250 100 1 : Stasis... 
Throne of Bone.. 00 050 025 : Dancing Scimitar. 400 30 50 1: Lifetap... 1.00 050 0.25 1 
400 29 0 Deathgrit 10 50 025 1 : Lightning Bolt. 1.00 0.2 05 “1 
400 275 0 Deathlace 400 2.0 00 1: Living Artifact. 400 300 100 1 
15.00 12.00 10.00 4 : Desert Twister. 1.0 50 025 1 : Living Land 400 300 150 1 
00 3 ? Detonate... 100 050 0.35 1 ; Lord of Atlantis | 


Sylvan Library 
fawnos's Wand.. 
fawnos's Weaponry 
lempest Efreet... 


hicket Basilisk.. 
houghtlace.. 
hrone of Bone. 
Timber Wolves. 
ime Elemental. 
itania's Song... 
riskelion 
sunami... 


ntamed Wilds 
r2a's Avenger. 


S & S COLLECTIBLES 


Sam Bradford 

3506 §. 22nd St. 
Si. Joseph, MO 64503 
(816) 233-4413 
sandscomputing @ 


"We haven't opened much Urza's Saga yet, but people around here love the preconstructed 
decks, We've got 24 people playing Arena, and the ''Sleeper'' deck is the most popular one. 
Kids like a lot of the Angel cards, but older players are ready for something more strategic 


than Unglued. 


"Revised has to be the bestselling set for singles here. People like a lot of the older cards and 
there’s always a market for them, As for packs, Tempest is the winner. | can’t keep hot Tempest 


sandscomputing.com 


$ Ankh of Mishra... 
£ Anti-Magic Aura. 
2 Arenson’s Aura... 
Armageddon. 
£ Ashes to Ashes.. 


: Binding Grasp 
H Birds of Paradis 
: Black Knight. 
Blight... 
t Blinking Spirit 
Bog Wraith 


Animate Wall 


singles like Cursed Scroll in stock, and packs sell very quickly."’ 


Wanderlust... 
Warp Artifact 
Water Elemental 
Wel 
Whirl 
Whi 
Whit 
Whi 
Will-0° 
Winds of Chang 
Winter Blast 
Winter Orb.... 
Wooden Sphere 
Wrath of God 
Xenic Poltergeis! 
Zombie Master... 


Complete Set.... 
Booster Display 
Booster Pack 
Starter Display .. 


Adarkar Wastes 
Ather Storm... 
Air Elemental... 
Akron Legionnaire 
Aladdin's Ring... 
An-Havva Constabl 
Angry Mob... 
Animate Dead . 


eSeb ae eDEE DOS 


: Bottle of Suleiman. 
} Bottomless Vault 
: Breeding Pit. 


i Castle. 
: Cave People .. 
: City of Brass 
$ Clockwork Beast 


H Coral Helm 
; Craw Gian! 


: Crimson Manticore. 
: Crown of the Ages.. 


i Cursed Land. 


2 Elder Druid 
> Elkin Bott 


arrion Ants . 


lockwork Steed 
ockatrice. 
lossus of Sardia. 
jonquer 
Circle of Protection: Artifacts 


ounterspell. 


ance of Many. 
jancing Scimi 
eathgrip.. 
eflection 


etonate .. 
iabolic Machin 
ingus Eg 
Disintegrate.... 
isrupting Scepter... 
Divine Transformation... 
Dragon Engin 
Drain Power.. 
ust to Dust. 
Dwarven Catapu 
Dwarven Hold 
Dwarven Ruins... 
Earthquake... 
Ebon Stronghold 


Elven Riders. 
Elvish Archers 


High Med Low TR 


:  Jayemdae Tome 
:  Jester’s Cap.. 
$ Johtull Wurm 
$  Jokulhaups.... 
:  Joven’s Tools. 
: Justice 
}  Juxtapose 


: Living Artif 


: Manabarbs 
: Meekstone 
= Millstone... 


5 Necropotence 


: Nether Shadow... R 
: Nevinyrral’s Disk. R 
2 Nightmare 

: Obelisk of 

> Orcish Artille 


i Order of the Sacre 
: Order of the White Shield 


Energy Flux... 
Evil Eye of Orms-by-Gore . 
Evil Presence.. 
Eye for an Ey 
Fallen Angel 
Feedback. 
eldon’s Cane 
Fellwar Stone 
eroz's Ban... 


Flashfires 
Flying Carpet. 
Force of Nature... 
Forget... 
Fountain of Yout 
Fungusaur..... 
Fyndhorn Elder... 
Game of Chaos.. 
Gauntlets of Chaos... 
Glacial Wall... 
Glasses of Urza.. 


Goblin Warrens... 
Greater Realm of Preservation .. 
Greater WerewolFf..... 
Havenwood Battleground. 
Hecatomb..... 
Helm of Chatzuk, 
Hollow Trees... 
Howling Mine 
Hurkyl's Recall 
‘lurricane.. 
Hydroblast 
Icatian Phalanx.. 
catian Store... 
icatian Town.. 
ce Floe 
incinerate. 
nferno.. 
nfinite Hourglass 
nstill Energy. 
ron Star... 

ronclaw Curst 
Island Sanctuary 
Ivory Cup. 
Ivory Guardians... 
Jade Monolith 
Jalum Tome.. 
Jandor’s Saddlebag 


Karma. 
Karplusan Forest 
Keldon Warl 
Killer Bees 
Kismet.. 
Kjeldoran 
Kjeldoran SI 
Knight of Stromgald 
Leshrac's Rite 
Leviathan . 
Lhurgoy! 
Library 
Lifeforc 
Lifetap... 


Living Lands.. 
Lord of Atlanti 
Lord of the Pi 
Lure... 
Magical Hack 
Magus of the Unseen.. 
Mana Clas 
Mana Flar 
Mana Vaul 


Mole Worms... 


Orcish Squatters 
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High Med Low 


entagram of the Ages 
ersonal Incarnation. 5.00 300 2.00 
hantasmal Forces .. 00 050 025 
hantom Monste 00 0% 25 
irate Ship 4 3.00 50 
ower Sink 00 050 0.25 
POK. sn 600 300 200 2 
imal 400 300 1.50 
Primal 5.00 300 1.50 
Primordial Ooze... 1 5 25 
Pyroblast.... 00 05 .25 
'yrotechnics . 1.00 0.5 .25 
‘abid Wombat 4 15 0.25 
Radjan Spirit. 00 050 0.25 
‘ag Man 4 i 2.0 
ecall R 5 3 4 
Reverse Damage 5 3 200 1 
ighteousness. 450 300 200 1 
‘od of Ruit Ho; 0.25 1 
uins of Trokair.. ya, 0.25 «1 
Sacred Boon . U 5 125... 1 
Sand Silos. R §. 3.00 1.0 
Sea Spit .5I 25 
Sea Sprite. { Ki! 60.25 
Seasinger.. 1 it 6035 1 
Segovian Leviathan. 1.0 Way, «0.25 
4.0 2.0 
00 4, 2.0 
40 00 = 2.00 
Serra Bestiary. 0 50 0.25 
Serra Paladin 0 50 0.25 
Shapeshifter... 0 150.25 
Shatterstorm... O 75 0.25 
Shivan Drago! 16.00 1200 500 4 
Sibilant Spirit 5.00 340 2.00 
Skull Catapult 0 630.25 
Sleight of Mind... R 4.50 31 15 
Smoke... 450 300 15 
Sorceress Queen R 5.00 41 2.00 
Soul Ne 00 OI .25 
Spirit Link. 3.0 { 0.25 
Stampede . 450 300 151 
Stasis... 5.00 398 2.00 
00 05 25 
00 0.5 .25 
O 5 .25 
450 31 2 1 
6.00 460 200 3 
Svyel 100 075 0.25 
Sylvan Library... R 600 4 2. 3 
jawnos’s Weaponry O 5 25 
The Hive... 500 300 2. 
he Wretched R 500 400 2 1 
hicket Basilisk... 00 075 0.35 
hrone of Bone.. 1.00 0.5 .25 
hrull Retainer 00 05 .25 
ime Bomb.... R 5.00 3.0 50 1 
ime Elemental., R 6 400 200 2 
itania’s Song R 4.00 3.0 00 1 
ruc 4, 00 150 1 
sun ‘li 5 .25 
nderground River.. 5 438 2.00 
ntamed Wilds. U 1.0 50 = 0.25 
12a’s Avenge 5 00 2.00 
1za's Bauble 1.01 5 .25 
Verduran Enchantress . 4.00 300 200 
Wall of Air itt h15, (0.25 
Wall of Bone... 10 5 .25 
1 50 0.25 
Wall of Fire.... i 50 0.25 
Wall of Stone 1 50 0.25 
Wall of Swords... 1 75 0.25 
100 050 025 1 
4.50 3.0 00 
2.0 00 0.25 
White Knight. vi 00 0.50 
Wind Spirit 1 50 0.25 
Winds of C 5. 00 1.50 
Winter Blast.. 1.01 .75 0.25 
Winter Orb. 600 400 200 4 
Wolverine Pack.. 1.0 5 25 
Wooden Sphere. 1.0 Ki 25 
Word of Blasting 1 0.5 25 
Wrath of God 8.00 6.0 OO 4 
Wyluli Wolf... 450 300 200 
Xenic Poltergeist 4. 3.0 50 
Zombie Maste R 500 300 200 
Zur’s Weirdin R 500 300 200 
Complete Set. 
Booster Display... 
Booster Pack 
Typical Common. 


a 


High Med Low TR i High Med Low TR: Item Med Low TR: Item 


300 1; . 1 Circle of Protection: Artifacts.U3 8. 1.00 Akron Legionnaire i 3 
400 200 0.50 A i 3 Coral Helm... 5.0 ful Al-abara’s Carpet. 400 950 4 2 
3.00 2 .50 3.0 25. 1 Cursed Rack 2 ! .25 Alchor’s Tom! 3.00 10.00 500 2 
Azure Drake... 200 11 30 400 200 2 Damping Field .. 400 285 1 2 All Hallow's Eve 40.00 35.00 15 3 
Banshee. 200 1.00 025 400 300 3 Detonate 4.00 200 1.00 + Angelic Voic 0. 10.00 500 
arl's Cage.. 3.00 1.5 3 025 025 1 Dragon Engine... 2 100 0.4! i Angus Mackenzie . 1200 1000 51 2 
Beasts of Bogardan... 3 200 100 0.31 1.0 H25 2, Dwarven Weaponsmith. 3 200 1 3 i-Magi 200 100 0. 
Blood Moon..... 5.00 3. 5 1.0 Boll Energy Flux 3, 200 1 5 400 3i 
lood of the Martyr.. 1 Geo 025 1 Feldon’s Cane.. 600 21 1 5.00 1380 5, 2 
1 1.01 00 1 Gaea’s Avenger. 5.00 1200 4 1 8 600 4 2 
1 200. 025 1 Gate to Phyrexi 4.00 300 100 1 : Axelro 0.79 10.00 4.00 2 
4 Goblin Artisans 3 1.50 10 : Ayesha 0. 6 3 2 
6: Golgothian Syle U 10 145 2.0 t Azure Drake 4 3.00 21 
1 I Haunting Wind.. 4 2.00 Backdraft 4 300 3) 1 
oncordant Crossroads zl .50 Complete Set... Hurkyl's Recall, 6 400 1 : Backfire .. 400 300 250 1 
raw Giant.. 100 030 1 Booster Display : i $ Wory Tower. $00 600 300 2 : Barktooth Warbeard. 400 345 250 1 
1,50 0.30 . 125.00 86,00 70.0 $ Jalum Tome 5.00 4.00 1.50 2 : Bartel Runeave.... 5.00 10.00 500 2 
; 4 at] 200 4, 30 : Martyrs of Korl 400 1 : Beasts 4 300 1 
ance of Many..... 3, 200 050 1 + Mightstone 5 3.34 150 2 +: Black Mana Batte §.00 "grey 2 1 
Enchantment Alteration 2 1 .25 Abu Ja'fa 3 $750 $5.00 $2.0 Mi Nl 700 300 2 : Blight. 4 300 2 
Er 5.00 3,95 OO 2 Naddit 2 1259 825 31 : Mishra’s Factory (Fal 121 875 51 3: Blood 400 300 2 
al 3 200 1.0 Aladdin's Lamp 2 7 5 3.00 $ Mishra’s Factory (Spring 12 900 4.00 3 : Blue Mana Battery. 499 385 21 
eldon's Cane... 00 025 005 1 Aladdin's Ring, 2 6 5 3 { Mishra's Factory (Summer) 1200 10.00 500 3 : Boris Devilboon 15.00 1000 500 2 
ire Drake... 2.00 1.0 25 1 Ali Baba 3 500 5 2, Mishra’s Factory (Winter) . 20.00 10,00 500 4 : Brine Hag.... 4 3.00 2 
juntain of Youth 50 01 05 Ali from Cairo . 2 95,00 7500 60, Mishra’s War Machin 4 300 1.00 1 : 10. 6.00 25 
4) 2.0 5 Army of Allah... 4 7 5 1 Mishra's Worksho 25.00 1200 4 : 1.99 10.00 300 2 
3 2.0 3 3 25 8 i 400 150 1 : 4, 300 1 
2.00.1 25 D 6 300 2 ; Onulet.... 200 100 1 : m.00 10.00 4 
5.90 4 5 UB OB 00 1 : 1.00 030 1 } 5 300 200 2 
3 2.01 3 Camel... 05 6300 2 03 : Power Artifact. 400 150 1 : 25.00 1795 9 
2 100 030 1 City ina Bottle 2 20.00 15.00 5.00 ¢ Powerleech. 0 300 «150 1 4 16.00 1500 500 2 
3 Dow, 030 1 City of Bras 3 9700 2500 15 : Primal Clay, 200 1 (ae: 24 Weco; 750 2 
ai i) 30 1 Cyclone.. 3 629 500 21 Rakalite... 200 100 1 : 4 3.00 200 1 
4 2.51 50“ i 2 600 4.50 21 $ Rocket Launch 367 100 2 H I ey: ©6500 2 
300 180 030 1 500 300 03 } Shapeshifter 400 150 1 : 1 600 300 1 
050 04 05 D 300 200 03 + Shatterstorm 400 150 1 : 25 400 250 1 
5, 5 Desert Twister. 600 4.00 2 } Strip Mine (Narrow Steps) 800 4.00 3 : 400 3i 200 1 
0.35 Ol .05 Diamond Valley 70.00 60.00 45, + Strip Mine (Small Tower) 800 400 3 ; 50 1,00 050 1 
5 A 75 Drop of Honey 45,00 40,00 20 + Strip Mine (Wide Steps No 800 300 2 : 10.00 600 300 1 
6.00 413 1.0 Ebony Horse.... 629 500 2. £ Strip Mine (Wide Steps Sk 800 400 3 : 50 100 050 1 
3 1.60 030 1 EL-Haijaj. 1 5 3 2 Su-Chi.... 463 100 2 : 15.00 10. 5.00 2 
5.00 4.0 75 Elephant Graveyal 35.00 25.00 201 : Tawnos's Coffin 20.00 1000 2 : 200 1.00 030 1 
3.00 21 3 E i : 150 1.00 1 : 400 300 200 1 
Primordial 2 { 30 1 E 1.50 100 1 : Demonic Torment. 449 350 2.00 1 
Puppet Master Kies 1,00 030 Flying Carpe 10. ggg) 1.50 2 : Disharmony 1 10.00 400 2 
Rabid Wombat 2 1.00 03 Flying Men. 4, 300 1.00 1 : Divine Intervention 14.00 1000 500 2 
Rakalite. 200 1,00 0.3 Guardian Bea 3.00 1.00 1 : Divine Transformation 1000 700 300 2 
Recall 3 163 0.51 Ith-Biff Efreet .. 1.50 1 $ Dream Coat 400 300 200 1 
Revelatio 3 19 O03 Island Fish 150 2 Dwarven Song. 4 3.00 200 1 
Rubinia Sou 5 2.0 0 Island of Wak-Wa 3.00 2 Elder Land Wurm.. 10.00 7. 400 1 
Safe Haven 3.60 7/2! 25 
Sentinel.. 2 do 03 Jandor’s Sa 
Serpent Generator. 5.00 31 i) Jeweled Bir 
Shield Wall..... 200 1, 30 
Shimian Night Stalker 3 3 1 30 
Sivitri Scarzam, C 035 01 .05 
Sol'kanar the Swamp King 6.00 450 2. 2 
4 a 50 1 
2 1/5), 050 1 
2.00 100 0.25 1 Library of Alexandria 
280 190 0. Magnetic Mountait 
2 10 251 
The Wretched . 6 350 0.5 
Tobias Andrion 035 010 005 
Tor Wauki... 035 010 0. 
Tormod's Crypt 0.39 Ol 5 
Triassic Egg 3 Tye 0. 
Vaevictis Asma 5 40 50 1 
Voodoo Doll... 2.00 1.25 030 1 
Wall of Opposition. 200 1.0 30 1 
Wall of Wonder 2 i 30 1 
Witch Hunter .. 250 1.00 030 1 
Xira Arien.... 3 2.00 050 1 
Yawgmoth Demoi 4. 200 030 1 
NAISSANCE 
Renaissance was produced in French, German and Italian to 
make available in those languages all of the cards thal Sorceress Queen. 
appeared in Chronicles, if they were not already, As a result, Stone-Throwing Devil 
Italian Renaissance does not include any cards that originally Wyluli Wolf. 
appeared in Legends or The Dark. Ydwen Efreet 
Urza's Miter. 8.00 6.00 2 Elder Spawn 00. 800 «5.00 1 
Complete Set.. 120.00 $100.00 $80.00 Wall of Spears 3.00 1.00 1 Elven Riders 809 600 250 1 
Booster Displa 100.00 6750 35,00 Weakstone... 4.00 300 100 1 : Enchanted Bein 2.00 075 020 1 
Booster Pack. 395 300 250 2 00 248 1.00 1: Equinox. 200 148 «(050 1 
pica Card. 100 028 025 ral ta ye Bees 1000 858 300 1 Etemal Warrior 100 1 
Ball Lightning $8.00 $500 4 ah bes et. ae { 8 2 
. . d n — 3 
Carrion Ants... 00 100 025 1 } ee ae i ies 250 2 
Circle of Protecti 200 100 025 1 :  Argivian Archaeologi 00 $35.00 $19.00 3 : Complete Set... . $1,000 $90000$750.00 4 500, 2 
Clockwork Avian.. 2.00 0.25 0.25 Armageddon Clock. 00 400 «(11 £ Booster Display . 1,100 1,000 850.00 5 l ; 2 
Colossus of Sart 6.00 1.00 0.25 Sere ree tere 0 2004 ? Booster Pack 1,100 1,000 850.00 5 {Firestorm Phoenix 2 
Cosmic Hoar... 300 025 0.25 1 £ Ashnod's Battle Gear......U2 300 200 1.00 1 : Tpical Commo 1.00 050 020 1 Floral Spuzzem 1 
Crimson Manticore. 200 G02) 0.25.1 §  pshnod's Transmoorant, 0 15 1, i 1 
Fellwar Stone. 200 1,00 0.25 F htOg 4200 1.00 030 2 : Abomination $300 $1.50 1 2 
Inferno. 3. 063 0.25 ; Bronze Tablet. U 600 4.00 0 : 50.00 4000 4 1 
Junin Efre 300 0:25 0.25 1 Candelabra of Tawno U 5000 3500 2500 3 : Woo 800 2 } 
Killer Bees.. 3, 2.00 0.25 = Citanul Druid. 3 400 235 1.00 2 Adun Oakenshield A 1.30 500 2 2 
2 1.00 0.25 > Clockwork Avi U 800 600 250 { Adventurers’ Guildhouse 400 275 100 1 1 
4. 400 2.00 : Colossus of Sardi U 1200 800 4, r] : Arathi Berserker 3.00 1 1 


High Med Low TR High Med Low TR 


.00 10.00 4.00 : 
Gravity Spher 25.00 20.00 800 2 : J 
Great Defender... 4.00 3,00 2.00 ? Reverberation 5.00 
Great Wall 400 31 2.00 > Righteous Avengers 2 
Greater Realm of Preservation.U 800 6.00 2.00 : Ring of Immortal 5 
Greed....u.. 0.00 648 3.00 : Riven Turnbull... 2. 
Green Mana Battery 5.00 395 200 = Rohgahh of Kher Keep. A 6 
Gwendlyn Di Corci.. 5.95 12) 5.00 3 :  Rubinia Soulsinger.. R 10.00 10.00 4, 
alfdane... 4.00 10. 5.00 2 Sea King’s Blessing 449 300 31 
lammerhei 6.00 4.00 200 2 Seafarers’ Quay... U 400 3) 1 
lazezoni Tamar... 8.00 1600 600 2: 4.00 300 1.5 
leaven's 400 3, 3,00 : Segovian Leviathan. 400 3 vA 
Hell's Caretaker. 15.00 10 §00 2 : Sentinel... 0.00 6 3 
ellfire...... 24.00 15.30 10.00 i Serpent Generat 2.00 10. 4 
Horn of 0.00 By 3.00 2 2 Shield Wall... 400 300 1 
Horror of 5.00 3i 2.00 : — Shimian Night Stalker. 400 300 2 
Hunding Gjornersen 44 i 3.00 : Silhouette... 400 300 25 
lyperion Blacksmitl 4.00 300 200 > Sir Shandlar of Eberyn 400 300 3, 
chneumon Druid. 4.00 3 2.00 2 Sivitri Scarzam...... 400 3, 2 
imprison... 2.00 1 §.00 2 : Solkanar ti 16.00 1020 4 
In the Eye o R 14.00 1 §.00 2 : Spectral CI 10.00 600 3, 1 
Infernal Medusa.. 7 4. 3,00 1 : Spinal Villain.. R 20.00 14.50 81 2 
nfinite Authority, R 12.25 10, 500 2 : Spirit Link U 800 600 3, Z 
Invoke Prejudice 8.00 13.25 9.00 2 : Spiritual Sanctuary R 12.00 1 6 2 
Ivory Guardians. 4 3, 200 1: R 12.0 oS 2 
i. Jacques le Vert. 14.00 10. §.00 2 : U 800 475 21 1 
Phone: 888-844-8262 Jasmine Boreal. 400 300 300 1 : Storm Worl 1349 10.00 500 2 
a Jedit Ojanen.. U4 3.00 1 3  Sunastian 4.00 400 3, 1 
Outside U.S.: 319-338-0086 Jerard ofthe Closed Fist 400 350 300 1 3 Swordoft! 36.00 2500 1800 3 
Johan... 300 1 4,00 2 = Sylvan Libran 850 690 3, 3 
Fax: 319-338-1663 Jovial Evil 6.49 1200 6.00 2 : Sylvan Paradise. 500 4,00 300 1 
Juxtapose 0. 7 300 1 = Syphon Soul.. 3 ‘oo 60.50 1 
Karakas.... 2 549 4.00 300 2 : Tabernacle at Pendrell Val 30.00 2063 15.00 4 
° 1 * Kasimir the Lone Wolf. 4 50 3, 1: Takklemaggot. 4 00 150 1 
Mail: Iguana’s Comic Book Cafe Kei Takahashi R 1200 800 250 2 :  Telekinesis 1099 800 350 2 
« ° Killer Bees 14.0 00 3. 2 2 Teleport... 10.00 650 300 1 
123 N. Linn, Suite 1-A Kismet... 600 425 200 2 : Tempest Efect.. R 1000 600 250 1 
Hf ‘i Knowledge Vault. R 12.00 10 5 2: Tetsuo Umezawa 19.00 1350 7 2 
lowa City, 1A. 52245 Kobold Drill Sergeant. U 800 673 3 ‘ 30.00 24.70 1500 3 
ee gi : Kobold Overlord. 5.00 10 00 2 3 R 1500 1100 500 2 
. 6p Ge G e " G Mee a Kobold Taskmaster. U 800 @750;, 300 1: 4 00 2 
| er 3 3 — coe fs aa 53 2 ©) 2 Kobolds of Kher Keep 2 150 100 05 i 2 §00 348 200 2 
en Vy ea oe Kry Shi 4,00 2 : i Z 1 
ia 4 : % a Lady : 249 10.00 500 2 : Torsten von Ursus... 4 65 200 1 
WWW. 1 g uana s-cbc, Lady Evangel 4.00 10, 5.00 2 : Touch of Darkness. i 200 1 
8, i Lady of the Mountain, The 449 3 a : Triassic Egg... 700 (31 
Sr Lady Orea 400 3 3. 3 5.00 
Land Equi 700 15.00 7, Zz 500 2 
Land Tax. 0.00 748 250 3: 2.0 
Land's Edge 2.00 1000 500 2: 1500 3 
Lesser We 400 300 251 : 1.00 
Life Chise 425 400 25 > Unt 2.0 
y : 2.49 5 2 500 2 
my, : 500 1000 8 2 300 2 
. THUNDER’ & LIGHTNING” carps, inteRnaviona thing Pine, em feta 2 2 ew ae 
THE SUPERSTORE FOR COLLECTIBLE CARD GAMES}} Livonya Si 2 Visi 2 
Lord Magnus Voo 2.00 
Mana Drai Wal 0.31 
Mani Wa 1.0 
Marl Wal 1 
‘. Mai a i , : Wal 2. 
: ( AR. Master of the Hunt i I x : Wal 3 
BAY Fh eee VARS: Mirror Universe. > Wa 3 
The Gathering CUSTOMIZABLE CARD GAME Moat... Wal 2. 
“ Mold Demon.. Whirling 2. 2 
Mountain Stronghold... White Mai 4 i . 2 
Mountain Yeti Willow Satyr. i F h 5 2 
Nebuchadnezzar Winds o' " 2. 
3 * Neth Winter BI R 3 
ee out-of-p rint Nicol I Wolverine 2 02 
, supplies and Nort! 5. Wood Ele R 1049 1000 5 
Nova 5. Wretcher R 16.00 10 500 2 
Palladi 5. Xira Arien “Ro 121 8, 2650 2 
Part 5 
se call for det oh 
lelhaven.. 6 
Petra Sphinx. 0, I 3 
Pixie Queen. M Booster Display . 375.00 300.00 4 
' , 5 Planar Gate .. 5. Booster Pack 825 4.00 3 
Telephofie/Catalog: 135-341-5600 Desi Pradesh Gypsies Al Typical Common 50 025 0. 1 
Fax? 213-341-5611 (24-Hours) oe is las . 
rimordial Uoze A 
International: 213-341-5600 . Princess Lucrezi 4 « 0 eo e ; 
Email: tigaming@aol.com % Psionic Entity : Apprentice Wizard., 300 1.00 050 1 
hes : Psychic Purg : ‘ Ball Lightning 1500 11.00 800 4 
co | DAILY GAME PLAY Puppet Master. A iy 200 1.60 050 1 
www.ticards.com SANGGIGNED ik NON. SANCHONED Quagmire... 400 30 400 200 1.00 1 
TOURNAMENTS Quarum Trench Gnomes . 12.00 10.00 400 2: 2 U8 500 300 2 
ae : j abi 499 300 200 1 Blood of the Martyr 2 200 100 050 1 
Mating Address: ) aca 400 300 200 1 = Bone Fite... 2 200 100 O50 1 
ox 41-1148 : 
Angeles, CA 9004 AIAN 12.00 10.00 500 2 : Book of Rass 2 200 100 O75 1 
* ; ‘amirez DePietro... 4.49 300 3.00 : Brothers of Fire 0 2 100 050 1 
i, A Ramses Overdark.. R 16.00 1260 6.00 2 : Cave People. Wee 1.00 050 1 
Weaccept>Chec : . : ‘pid Fire R 12, 900 500 2 : Gity 500 300 100 1 
MOREY AO NCEIS? \ Rasputin Dreamweav R 1500 10.00 5.00 2 : Qleangi U 600 375 200 1 
Rebirth R 10 6.00 300 1 : Coq 2 200 200 100 1 
Recal 1500 10.00 400 2 : Curse Artifact 2 200 150 050 1 
Red Mana Battery. 5. 350 200 1 Dance of Many. U 500 300 150 1 
Reincarnation 3.00 1.00 1} Dark Heart of the Wood..unu03 O75 0.25 O10 1 
Prices are subject to change « No cancellations on pre-orders ¢ All sales are final Relic amet 0 400 200 2 = Dark Sphere. 210 200 100 1 
Relic Bind 3.00 2.00 1 Diabolic Machin 200 100 050 1 
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Eater of the Dead 
Electric 
Elves of 
Eternal 
Exorcist 
Fasting 
Fellwar 
Fire an 
Fire Dral 
Flood... 
Fountain of Yout! 
Frankenstein's Monster 
Ghost Ship 
Goblin Caves... 
Goblin Wizard 
Grave Robber: 
Hidden Path... 
Inferno.. 

Knights of Thorn 
Leviathan. 
Living Armor... 
Lurker... 

Mana Clas 

Mana Vortex... 
Martyr's Cry.. 
Maze of Ith 
Merfolk Assassin 
Mind Bomb..... 
Nameless Ract 
Necropolis.. 


Scarwoo 
Scarwoo 
Season o 
Sisters of 
Skull of Om... 
Sorrow's 
Spitting S| 
Standing Stones. 
Stone Calendar 

Tangle Kelp 
The Fallen.. 
Tivadar's 
Tormod’s Cryp 

Tower of Coireall 
Tracker 
Uncle Istvan 


Witch Hunter... 
Worms of the Earth. 
Wormwood Treefolk.. 


Complete Set. 
Booster Displa 
Booster Pack. 
Typical Common. 


Aeolipile..... 
Balm of Restoration. 
Bottomless Vault 


Deep Spawn.. 
Delif’s Coni 

Delif's Cub 

Derelor. 

Draconian Cyl 
Dwarven Armore! 
Dwarven Catapul 
Dwarven Hold 
Dwarven Lieutenant 


Ebon Stronghold.. 
Elven Lyre. 

Elvish Farmer. 
Farrel’s Mantl 
Farrelite Pries 
Feral Thallid 
Fungal Bloom 
Goblin Flotilla 
Goblin Grenadi 
Goblin Kites 
Goblin Warren: 
land of Justice... 
avenwood Battleground... 
leroism 


High Med Low 


| dead 
= 


: Homari 
: Homari 
= Hymn to Tourach 


2 leatian Tow 
; Implements of Sacrific 
:  Orcish Captain 
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. $65.00 $49.98 $30, 
. 80.00 60.00 351 
1.50 
0.25 
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catian Lieutenan 
lcatian Phalanx. 
catian Priest. 
catian Skirmishers.. 
catian Stor 


rder of Leitbur.. 


rder o 
aid 


ing 


ite Priest 
ite Templ 
levourer-. 


| Champion. 
| Retainer. 
| Wizard .. 
Influence: 


$  Tourach’s Char 

2 Tourach’s Gate, 

+ Vodalian Knights. 

: Vodalian War Machine... 
: Zelyon Sword 


: Complete Set 
? Booster Display 
: Booster Pack... 
: Starter Display 
$ Starter Deck... 
Typical Common... 


: Abyssal Specte 
+ Adarkar Sentinel... 


: Aggression... 
Altar of Bone.. 

+ Amulet of Qua 

: Anarchy. 

i Arcum’s Sleigh, 
: Arcum’s Weathervan 
: Arcum’s Whistle.. 
$ Ashen Ghou 

} Avalanche... 
 Balduvian Conjure 
: Balduvian Hydra.. 
} Baton of Moral 

: Battle Cry... 

i Binding Grasp 

: Black Scarab 

: Blinking Spirit. 
Blizzard . 


: Chromatic Armor. 
: Cold Snap. 


: Curse of Marit Lage... 
} Dance of the Dea 


eflection 


: Demonic Consultatio 
: Despotic Scepter.. 


iabolic Vision. 
read Wight 


: Dreams of the Dead .. 
: Drift of the Dead. 
: Drought 


warven Armory . 


= Elemental Augury 


Elkin Bottle. 


© hhh 


peor pewocoes: 
SS8SaS8RR2R288 


High Med Low 


: Enduring Renewal. 
} Energy Storm. 

: Essence Vorte 

= Fanatical Fever 

i Fiery Justice... 

: Fire Covenant. 

: Flame Spiri 

: Flooded Woodlands. 
Flow of Maggots. 
: Forbidden Lore 

: Force Void.. 

: Forgotten Lore 

: Formation... 

3 Freyalise Supplicant. 
: Freyalise’s Charm. 
:  Freyalise’s Wind.. 
: Fumardle.... 


3 Giant Trap Door Spider... 
? Glacial Chasm 

: Glacial Crevasses 

: Glacial Wall.... 

? Glaciers 

: Goblin Lyre 

} Goblin Mutant 

} Goblin Snowman. 


i Green Scarab. 

: Hallowed Ground.. 

: Halls of Mist 

: Hecatomb.. 

: Hematite Talisman 

+ Hipparion..... 

} Hot Springs 

: Hurricane... 

= Hyalopterous Lemure 
: Hymn of Rebirth... 

: Ice Cauldro 

> Ice Floe. 

? Iceberg.. 

: Icequake 

$ Icy Manipulator 

2 Icy Prison... 

+ Illusionary Presence... 
¢Illusionary Terrain 

2 Illusions of Grandeur... 


Knight of Stromgald 
Krovikan Elementalis 
Krovikan Vampire 


Leshrac’s 
Leshrac’s S 
Lhurgoyf. 
Lightning 
Lim-Dil's 
Lost Order 


Maddening Wind. 
Magus of the Unseen 
Malachite Talismai 
Marton Stromgald 
Melee. 

Melting... 


Mesmeric Trance.. 
Mind Warp. 

Mind Whip... 
Minion of 
Minion of 


Mountain Ti 
Mudslide 
Musician 
Mystic Mig 
Nacre Talis 
Naked Singularity. 
Nature's Lor 
Necropotent 
Oath of Lim-Dal 
Inyx Talisman... 
reish Cannoneers 
ish Healer... 
reish Librarian 


Order of the White Shiel 
Pale Bears 

Pentagram of the Ages.. 
Phantasmal Mount, 

Pit Trap... 

Polar Kraken 


Pygmy AllOSAUrUS...usssssseued 
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Woodinville, WA 98072 


(425) 485-7295 
isomedia.com 


"Y haven't seen all of Urza’s Saga yet. So far there are a lot of nice common and uncommon 
cards, but the rares are not as impressive. Some of the rares players have been asking about are 


Stroke of Genius and Serra Avatar. 


"Portal is the most popular Magic set at Games Plus. Older players don’t buy as much anymore, 
and new players are attracted to Portal by the nice artwork and simpler rules. When it comes to 
singles, cards from the Rath Cycle expansions sell the best.'' 


Infernal Darkness.. 

Infernal Denize 

: Infinite Hourglass. 

:  Jester’s Cap... 

: Jester’s Mask. 

: Jeweled Amule 

?  Johtull Wurm. 

3 Jokulhaups.. 

: Justice. 

? Karplusan Forest... 

2 Karplusan Gian 

:  Karplusan Yeti. 

? Kjeldoran Elite Guard. 
: Kjeldoran Frostbeast.. 
: Kjeldoran Knigh 

}  Kjeldoran Phalanx 

: Kjeldoran Royal Guarc 
: Kjeldoran Skycaptain. 


Pyroclasm... 
Reality Twist 
Reclamation 
Red Scarab.. 
Ritual of Subdual . 
River Delta... 
Runed Arch 
Sacred Boon 
Sea Spiri 
Seraph... 
Shield 


Sibilan 
Silver E 
Skeleton Shi 

Skull Catapult... 
Sleight of Mind 
Snow Fortress... 


“High Med Low 


Snowblind. 
Soldevi Golem. 
Soldevi Machinist 
Soldevi Simulacrum.. 
Soul Barrier, 

Spectral Shiel 
Spoils of Evil. 
Spoils of War. 
Staff of the Ages. 
Stampede... 
Stench of Evil. 
Stone Spirit 
Storm Spirit 
Stormbind.. 
Stromgald Cabal... 
Stunted Growt! 
Sulfurous Springs 
Sunstone 


Kenneth Hawkins 

1575-6 Fort Campbell Blvd. 
Clarksville, TN 37042 
(931) 553-0381 


Swords to Plowshare: 
Thermokars 
Thoughtleech .. 
Thunder Wal. 
Timberline Ridge. 
Time Bomb 
Total War.... 


Trailblazer , 
Underground Rive 
Updraft.. 


Veldt..... 
Venomous Breath 
Vertigo... 
Vexing Arcanix 
Vibrating Spl 
Waiking Wall... 
Wall of Lave 
Wall of Pine 
Wall of Shie! 
War Chariot 
Whalebone Glider. 
White Scarab... 
Whiteou 
Wiitigo.. 
Wind Spirit 
Wings of Aesthir. 
Winter's Chill. 
Withering Wisps. 
Word of Blasting 
Wrath of Marit Lage 
Yavimaya Gnats.. 
Zur’s Weirding 
Zuran Orb. 


Complete Set. 
Booster Display... 
Booster Pack 
Typical Common. 


Abbey Gargoyles 
Ather Storm. 
An-Hawa Constable. 
An-Hawa Inn 
An-Havva Township.. 
An-Zerrin Ruins . 
Anaba Ancestor . 
Anaba Spirit Crafter. 
Apocalypse Chime... 


95.0 


72.5 


Drudge Spell... 
} Dwarven Pony. 
+ Dwarven Sea Cla 
= Ebony Rhino... 
¢ Eron the Relentless... 
: Evaporate... 
: Faerie Noble 


$ Ghost Hounds. 
+ Giant Oyster... 
$ Grandmother Sengir. 
Greater Werewolf 


{ Headstone. 

: Heart Wolf.. 

:  Ihsan’s Shade... U3 
rini Sengir. U3 


i Narw 
2 Orcis! 
: Primal Order. 


‘ Roterathopter. 
$ Rysorian Badger. 
? Sea Sprite.. 


£ Serra Aviary... 
: Serra Bestiary 
= Serra Inquisitors. 
Serra Paladin.. 
2 Serrated Arrows. 


east Walkers... 
lack Carriage. 
Broken Visage. 
Castle Sengir 
hain Stasis 


Clockwork Steed... 
Clockwork Swarm 
Coral Reef... 
jaughter of Autumn... 
jeath Speakers 
Didgeridoo .. 


eroz’s Ban 
orget.... 
‘uneral March.. 


jazduhr the Abo 


High Med Low 


0.40 
4,00 
0.50 
0.50 
0.50 


"Urza's Saga is pretty good. | don’t like echo very much. It's all right for small creatures, but 
not for larger creatures with high casting costs. Contamination, Serra Avatar, and Endless 
Wurm are some of the singles selling well, Urza's Saga has new versions of old power cards 
that people will like. 


"Right now Urza's Saga is selling better than anything because its new, | would have to say 
Tempest was best overall, When Wizards printed Tempest they put power back into the game,"' 


Soraya the Falcone 
+ Spectral Bears... 
= Timmerian Fiends . 
: Veldrane of Sengir 
2} Wall of Kelp. 
: Willow Priestes: 
: Winter Sky. 
$ Wizards’ School 


Complete Se! 
Booster Display 
Booster Pack 
Typical Commo! 


Arcane Denial 

Ashnod’s Cylix.. 
;  Balduvian Dead. 
Balduvian Hord 


Browse... 
Burnout... 


Deadly Inset 
jeath Spark 
iminishing Returns .. 


yystopia . 
Elvish Bai 
ish S| 


Gori 
Guerri 
Gustha’s Scepter... 
Hail Storm... 
Heart of Yavimaya, 
Helm of Obedience 
Inheritance . 
Ivory Gargoyle. 


Kaysa 
: Keeper 
}  Kjeldoran Home Guar 
:  Kjeldoran Outpost. 
£ Krovikan Horro 


Lim-Dal's Paladin. 
+ Lim-Dal’s Vault 
: Lodestone Bauble. 
: Lord of Tresserhon 
: Misfortune...... 
} Mishra’s Groundbreaker 
2 Misinformation 
+ Mystic Compass... 
} Nature's Blessing. 
2} Nature's Chosen. 
? Nature's Wrath 


‘| Phantasmal Sphe 
= Phelddagrif..... 
£  Phyrexian 
: Phyrexian 
t Pillage... 
2 Primitive 
3 Pyrokinesis...... 
$ Ritual of t 
: Rogue Sky 
Ig Royal Decree... 
1 } Scarab of 
2 Scars of tl 
1 School of 
} Seasoned Tactician. 
: Sheltered Valle 
+ Shield Sphere. 
: Sol Grail... 
:  Soldevi Digger. 
: Soldevi Excavations . 
1 =. Soldier of Fortune 
2 Spiny Starfish 
: Splintering Wind... 
£ Storm C 
: Storm E 
3 Stromgal 
:  Suffocati 
: Surge of Strength 
: Sustaining Spirit. 
Sworn Defend 
3 Thawing Glaciers.. 
$ Thought Lash. 


ustice .. 


Juniper Order Advocate. 


elo S Gicicc 


S 


: Varchild’s War-Riders 
: Viscerid Drone... 


? Amber Priso 


Bazaar of Wonder 


Unlikely Alliance 
Urza’s Engin 


Winter's Night. 
Yavimaya Ants... 


Complete Set..... 
Booster Display 
Booster Pack 
Starter Display. 
Starter Deck 
Typical Commo 


Abyssal Hunter. 
Acidic Dagger. 
Afiya Grove.. 
Afterlife... 
Aleatory.. 


Amulet of Unmaking... 
Ancestral Memories 
Ashen Powder... 
Asmira, Holy Avenger 
Auspicious Ancest 
Bad River... 
Barbed Foliage. 
Barbed-Back Wurm 
Barreling Attack 
Basalt Golem.... 


Benthic Djin 
Blighted Shaman.. 
Blind Fury... 
Blinding Lit 
Bone Mask. 


Burning Palm Efreet... 
Cadaverous Bloom 
Canopy Di 
Carrio 


Celestial Dawn. 
Cerulean Wyvern... 
Chaosphere....... 
Charcoal Diamond 
Chariot of the Sun 
Cinder Cloud... 
Circle of Despai 
Consuming Ferocity.. 
Coral Fighters .. 
Crash 0 
Crimson 
rimson 
rypt Cobra 
rystal Golem... 
rystal Vein 
Cursed Totem... 
Cycle of Lif 
ring Apprentice 
lecomposition 
elirium .... 


Dread Specter. 
Dwarven Miner 
Early Harve: 
Elixir of Vitality 
Emberwilde Calip! 
mberwilde Djinn 
nergy Bolt 
Energy Vortex... 
Enlightened Tutor 
Ersatz Gnomes. 
Ether Well... 


emeref Archers... 
inal Fortun 
ire Diamond .. 
lame Elemental. 


lood Plain 
loodgat 
oratog... 
‘orbidden Crypt... 
Forsaken Wastes. 
Frenetic Efreet 
Goblin Scouts. 
Goblin Soothsaye! 
Grasslands. 
rim Feast. 
Grinning Totem 
jakim, Loreweaver... 
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Item 


Hall of Gemstone 
Hammer of Bogardan.. 
Harbinger of Night... 
Harbor Guardian 
Harmattan Efreet 
faunting Apparition 
Hazerider Drake.. 

Hivis of the Scal 
Horrible Hordes... 
igneous Golem. 

icit Auction 


infernal Contract 
ron Tusk Elephant. 
Jabaris Influenc 
Jolrael’s Centau 


Jungle Troll... 
Kaervek’s He 

Kaervek’s Purge 
Kaervek's Torch 


Malignant Growth .. 
Mana Prism: 
Mangara’s Blessing. 
Mangara’s Equity... 
Mangara’s Tome 


Mist Dragon... 

Moss Diamond... 
Mountain Valley 
Mtenda Griffin. 
Mystical Tutor 
Natural Balance 
Nettletooth Djin 
Nocturnal Raid. 
Null Chamber 
Painful Memories .. 
Patagia Golem . 
Paupers’ Cage.. 
Pearl Dragon 
Phyrexian Dreadnought... 
Phyrexian Purgs 
Phyrexian Tribute... 
Phyrexian Vault. 
litical Trickery 
Polymorph... 
Preferred Selection 
Prismatic Boon 
Prismatic Lace.. 
Psychic Transfe! 
Purgatory..... 

urraj of Urborg 
uirion Elves... 
Radiant Essence.... 
Rashida Scalebane. 
‘avenous Vampire 
Razor Pendulum... 
Reckless Embermage 
Reflect Damage 
Reign of Chaos 
Reign of Terror.. 
eparations 

‘ack Basilis| 

‘ocky Tar Pi 

Roots of Life 
Sacred Mes 

Sand Golem 
Savage Twister. 
Sawback Manticors 


Shauku's Miniot 
Shauku, Endbringer.... 
Shimmer... 


Spectral Guardian 
Spirit of the Night 
Stupor... 


5.00 4.00 


R 15.00 12.00 


5.00 3.00 
1.00 0.75 
0.75 
0.75 
0.88 
3.00 
0.75 
0.75 
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 Sug/Ata Firewalker... 
= Tainted Specter... 

2 Taniwha.... 

$ Teeka’s Drago 
Teferi’s Im 

Tefer’s Isle 

Telim Tor... 
Telim'Tor’s Darts. 
Telim'Tor’s Edict. 
Tidal Wave..... 
Tombstone Stairwell 
+ Torrent of Lava 
Tropical Storm 
Uktabi Wildcats. 


Unseen Walke 


Ventifact Bottle... 
Vigilant Marty: 
Vitalizing Cascade... 
Volcanic Dragon. 
Volcanic Geyser. 
Waiting in the Weeds... 
Warping Wurm... 

Wave Elemental 
Wellspring 

Wildfire Emissa 
Windreaper Falcon. 
Withering Boon. 
Worldly Tutor. 

Yare 

+ Zebi Tas 

: Zhalfirin Commander... 
} Zirilan of the Claw. 

+ Zombie Mob 

: Zuberi, Golden Feather. 
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$700 $5.00 


R 

R 

R 

U 

Blanket of Night U 
+ Bogardan Phoenix... R 
: Brass-Taton Chimers U 
Breathstealer’s Cry R 
Breezekeepel C 
Brood of Cocl U 
Chronatog..... R 
City of Solitude.. R 

C 

U 

R 

U 

C 

U 
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Freewind Falcon. 
Goblin Recruiter... 
: Griffin Canyon. 
$ Guiding Spirit. 


:  lron-Heart Chimera... 

$ Juju Bubble... 

: Jungle Basin.. 
Kaervek’s Spi 

: Karoo.... 

¢ Katabatic Winds. 
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Lead-Belly Chimera .. 


:  Lichenthrope.... 
$ Lightning Cloud. 
3 Longbow Archer. 
: Magma Mine... 


: Miraculous Recovery 


Relic Ward..... 


Retribution of the Meek. 


; Righteous Wai 


River Boa.. 


$ Sands of Time. 
: Scalebane’s Elite 
$ Shimmering Efreet.. 


+ Spitting Drake... 

: Squandered Resources 

3 Stampeding Wildebeests.. 
+ Suleiman’s Legacy... 


3 Teferi’s Honor Guard 
: Teferi’s Puzzle Box... 


: Teferi’s Realm 
: Tempest Drak 
3 Three Wishes 
; Time and Tid 


Tin-Wing Chimera... 


? Tithe....... 

$ Triangle of War. 

: Uktabi Oranguta 

$ Undiscovered Paradise 


? Wind Shear... 
: Zhalfirin Crusad 
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Complete Set. 
Booster Displa 
Booster Pack. 


} Typical Common. 


$  Abduction.. 

: Abeyance... 

+ Aboroth 

: Ather Flash.... 

:  Agonizing Memories. 


Arctic Wolves. 


$  Argivian Find... 


Argivian Restoration 


: Aura of Silenc 


Avizoa.... 
Barishi... 
Bone Dancer... 
Bésium Strip. 
Bubble Matrix 
Buried Aliv 
Call of the 


: Chimeric Sphere.. 


Cinder Giant... 
Circling Vultures... 


Doomsday. 
Downdraft. 
Dwarven Thaumaturgis' 


Firestorm... 
Foriysian Brigade. 


Fungus Elemental... 
Gaea’s Blessing. 
Gallowbraid... 
Gemstone Mine . 
Gerrard's Wisdom... 
Goblin Bomb 
Goblin Grenadie 
Harvest Wurm... 
Heart of Bogardan .. 
Heat Stroke 
Hidden Horror.... 
Hurloon Shaman 
Infernal Tribute... 
Inner Sanctu 
Jabari’s Banner... 
Lava Hounds 

Liege of the Hollow: 
Llanowar Behemoth, 
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.00 $165.00 $90, 
90.00 80. 
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NEUTRAL New York 's igh Med Low TR High Med Low TR 
wo” R 1500 101 i :  Dauthi Horror... , 25. 
KOLB #7 Magic™ Source Beles a 
oot = —- eS a Maraxus of Keld ‘ $  Dauthi Mindripper Oo i 
. ¢ on Z es Master of Arms. 00 035 0 : Dauthi Slaye 29 
Mind Stone... 050 013 005 3 Deadshot..... 400 300 18 
Mischiev Itergeis 1.0 93 : h Pits of Rath 6.0 00 2. 1 
Open 7 days a week — Noon until 1 A.M. ¢ All major credit cards accepted ranhiog a 1.00 At a H mail Edict... 5 As ih 
We buy and sell single Magic cards Morinfen .. 500 4.00 151 H Dirtcow! Wurm §99 350 2 
Mwenvuli Ooze... AR 5 300 150 1 : Dismiss... 150 1 2 
Bee ep ge | Nature’s Resurgence... RSI 350 150 1 ; racoplasm 500 300 1 
piacere cipal oy Necratog....... Ul. 72 1.00 05 Dread of Night. 2. 1.00 051 
Noble Benefactor ... U 1.00 100 035 Dregs of Sorrot 450 2 
122 W. 26th St., 4th floor ¢ New York, NY 10001 Null Rod. 2 500 400 (2.0  Duplity 500 400 2 
Odylic Wrait! U 150 1.00 0.35 :  Earthera fi §.00 300 2 
(21 2) 63 3 = 1 288 Orcish Settlers... U 200 1.00 0.35 : Echo Chamber. 600 380 2 
Paradigm Shi R 500 300 150 1 H Eladamris Vineyard... 8 600 4, 4 
fy . 1 Peacekeeper 6.00 500 200 1 ¢ Eladamri, Lord of Leaves 7 6.00 3 
tax (212) 628-007 efnall.=Intoliagrawrid-corm Pendrell Mist 600 475 200 2 $ Elen Warhounds. 500 400 200 1 
Webpage - http://www.nground.com Phantom Wari U 200 1.00 035 0 Emerald Medalion 500 2 
Phyrexian Furnace UWS 1.00 5 + Emmessi Tome 315 2. 2 
Psychic Vortex. R 500 400 15 : Energizer... 3.45 
Relearn.... 200 1.00 35 : — Enraging Licid.. 00 087 5 
Revered Unico U 100 1.00 0.35 3 Ertai’s Meddling... 600 479 2 
Roc Hatehling... U 100 093 035 0 ; 500 400 21 
Rogue Elephant C 039 010 005 0 : 100 1.00 075 1 
Scorched Ruins 6 500 200 1 } 1.00 083 050 1 
Serenity.. 600 400 150 1 } 550 400 200 1 
Serra's Blessing 200 100 035 0 ;  Fevered Convulsions. 525 400 2 1 
Serrated Biskelion. 200 1.00 035 : Field of Souls... 6 5.00 
Southern Paladi -R 700 4.75 200 ; Fightit 100 090 0.5 
Stee! Golem.. WU 200 1.00 35 0 : Firefly... 100 1.00 5I 
Strands of Nig! wU 1,00 093 035 :  Fireslinger... 0.29 0.25 
Straw Golem... U 100 079 0.35 ?  Flailing Drake. 100 1.00 05 
Sylvan Hierophant.. A 1.00 0.35 : Flickering Ware 2 100 075 1 
fariff.. .R 500 4.00 150 1 {  Flowstone Salamander.. 100 1.00 050 1 
Teferi’s Veil. | hee 1.00 35 :  Flowstone Sculpture.. 5 399 = (2 1 
Thran Forge | ae 1.00 0.35 + Flowstone Wyvern R 420 345 21 1 
Thran Tome 500 350 150 1 : Fool's Tome 500 4.00 2: 
hunderbolt 050 020 0.05 : Fugitive Dru 500 365 21 
Thundermars 10.00 800 500 2 : Furnace of Rat 8 6.00 400 2 
imid Drake 1 0.93 0.35 H Fylamari 1 0.90 0.75 
folarian Entrancer, 500 4.00 1.50 1 ¢: Gallantry 100 1.00 0.5 
Tolarian Serpen 5 aires . 1.5 Gerrard's Battle Cry.. 6 427. 
Touchstone . 100 100 0.25 0 { Ghost Town..... 129 100 0.75 
Tranquil Grove 7 §.00 200 1 ¢ Goblin Bombardment. 2 1.00 piel i 
Urborg Justice.. 5 375 150 1 ¢ Grindstone. 675, 350 3 
rborg Stalker . 5.00 350 150 1 $ Hand to Hand.. 400 320 200 1 | 
Veteran Explore! 129 1.00 0.35 Hanna’s Custody... 5 390 2) ! 
Vodalian Illusionist 1 1.00 0.35 Harrow... 1 100 09 | 
Volunteer Reserves 1 093 0.35 0 Havoc 2 1.00 0.5 | 
Wave of Terror. 500 400 150 1 Heart Slivel 50 0.25 O10 0 | 
Well of Knowledge. 6 400 200 1 leartwood Giant... 6. we 2. 1 |e 
Winding Canyons . 600 413 200 1 Heartwood Treefolk... 100 050 1 ! 
Xanthic Statue 6 400 150 1 Helm of Possession... 600 3 3 | 
Horned Sliver. 2 115 = 0.75 | 
Humility. 600 300 3 } 
Maa Imps’ Taunt. 1 1.00 0.5 
Complete Set. $280.00 $25000$135.00 3; Insight.. 100 079 05 | 
Booster Display 100.00 90.00 8000 4 ;  Interdict 300 100 075 1 | 
3 295 255 3 Intuition §.00 2.51 { 
99,95 89.00 75.00 4 Invulnerability 00 100 050 1 
995 895 700 4 Jackal Pup 2 125 100 2 
= Sa fs EB 2 0.25 015 010 0 Jet Medallion. 600 500 300 2 
5623 Williamson Road, NW * Roanoke, Virginia 24012 ote eee ee 
ph: (540) 362-4400 « fax: (540) 265-0544 Rata soo EDOe 250 2: Kndl.. 50 049 01 
e-mail: Outpost1 @starcityccg.com Aluren... 700 675 ©6300 2 ¢ Knight of Daw 200 0.75 
e Ancient Runes. 100 100 050 1 es of Dusk : 0 oe io 4 
W WwW W, Ancient Tomb... 100 100 050 1 ranilin . BS : 
Starcityccg com Angelic Protector. 100 100 O75 1 Leeching Licid 073 050 1 
‘ : Apes of Rat 100 100 050 1 : Legacy's Allur 200 140 100 1 
m bj iB rt aA a VA 3 . Apocalypse 600 500 250 2 : ee h on ne 
, yy NG f iS 5 i I ' 3 Light of Da ! ! 
Specia tZIng nN fj The Gathering singles at : a E phthng B 5 025 ON 
saint eh ee Avenging Angel 630 550 300 2 Living Deat! 1 M0 4.75 6 
Barbed Sliver 200 1.00 075 1 }  Lobotomy.. 00 200 1.00 2 
i 4 365 200 1 { Lotus Petal 1 075 0.25 
580 370 200 2 H Maddening Imp... 4 300 2) 
200 100 100 1 : Magmasaur 5 400 2) 
850 600 300 1 : Magnetic Web 5 300 2) 
300 200 1.00 2 : Mana Severance. R 500 437 21 
6.00 500 300 1 : Marble Titan... a 399 2 
600 500 300 2 ;: Mawcor. 5 375 2 
400 300 200 1 : Maze of Shadows 1.79 1.00 
050 027 010 0 ; Meditate... 960 800 5 
500 400 200 1 : Metallic Sliver 050 0.25 0 
400 300 200 1 : Mindwhip Sliver... 1 100 0.75 
100 100 0.75 1 : Minion of the Wasi 6 400 200 1 
200 100 1 2 ¢ Miris Guile.... 5 450 2. 
200 100 075 1 : Mnemonic Sliver. 2 100 075 
Cinder Marsh . 1.59 1.00 0.50 1 ; Mogg Cannon. 100 1.00 0.50 
games galore Clot Sliver. 050 025 0.10 0 : Mogg Fanatic 050 025 0.10 0 
F P O Coffin Queen... 600 500 300 2 } Mogg Hollows 159 1.00 050 1 
Cold Storage... 500 375 200 1 : Mogg Squad.. 1.00 100 050 1 
Commander Gi 700 450 2 : Mongrel Pack 500 4.00 200 1 
Corpse Dance. 700 500 34 3? Muscle Sliver. 0.50 0.25 10 
Counterspe 050 050 010 0 ; Nature's Revot 600 5.00 250 
Crazed Armodon.. 500 379 200 1 : Needle Storm 1.00 1,00 (050 1 
Cursed Scrol. 2200 1500 700 5 } 400 340 
Dauthi Embrac 200 100 075 1 1.00 
Dauthi Ghoul... 129 100 075 1 t : 
iA. i 
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45 R 4 
2 I Re 5 4 q Ogre Shaman 
rim, Samite Heale 6 3.50 200 2 : Complete Set. I 3 Volrath’s Shapeshifter... R 520 400 300 1 + Paladin enVec 
verrun 3.00 2.25 1.0 + Booster Display. 100.00 90.00 81.00 3  Volrath’s Stronghold, R 10.00 625 400 3 Pandemonium 
allimud.. 5 345 200 1 : Booster Pack 3. 299 250 1 : Walking Dream... U 100 1.00 0.50 1 : Paroxysm.. 
1.00 088 050 1 : Typical Common 025 010 010 O : Wallof Blossom: U 300 175 0.75 } Peace of Mind 
Pearl Medallion. 6 500 300 2 } $ Wall of Essence.. U 10 3 Pegasus Stampede... 
5 400 3 : Acidic Sliver. 1: Wall of Razors U 0. Penance 
2. 1.50 1.0 : 1} Wall of Souls. U iF Pit Spawn.. 
5.00 340 20 3} Wall of Tears. U 1 Plaguebearer. i 
1 1.0 5 i fs R i Price of Progress. 2.01 { 
1.00 1.0 75 0: U af Ravenous Baboons.. 520 4.00 2.01 
6 5.00 3, 3 1 : (Hy 0. Reconnaissance.. 5 0.51 
recognition... 5 400 2. x Baer Recurring Nightmar 800 5 250 5 
Propaganda. 250 2.0 Of : 1 . ans Resuscitate..... U Of 50 1 
Puppet Strings... Ue? 1.00 0.5 : Carnassid.. 5. 345 250 1 : Sabertooth Wyvern. U 1.0 i 50 1 
Quickening Licid VU 07 50 1 + Constant Mists. 1 100 050 2 : Scalding Salamande: 200 1,00 50 1 
Rain of Tears 2 200 1.00 1  Contemplatio 0.75 050 1 § Booster Display... Scrivener... U 100 100 050 1 
‘anger en-Ve 2. iA 75 + Convulsing Licid 075 050 1 +: Booster Pack Seismic Assault... R 600 5, 0 
Rathi Dragon 1249 10.00 500 4 + Corrupting Licid. O77 050 1 § Typical Common. ¢  Skyshaper 00 1.00 0.50 
eanimate..... 199 1 50 ' Crovax the Cursed... R 6. 400 200 2 : 3 Skyshroud Elit 50 1,00 0.50 
eap.... 1.00 1.00 0.50 + Crystalline Sliver. 250 1.95 0.75 1 + Carophage... 05 «0: Skyshroud War Bea R 500 400 2.00 
eckless Spit U 100 0 5 } Dauthi Trappe 00 O77 050 1 : Cartographer. 050 1 : Slaughter... U 2.00 0.50 
ecycle.... R 600 530 300 2 : Dream Halls.. 700 499 250 2 + Cataclysm. 500 5 : Song of Serenity 1.00 5 
Reflecting Pool.. R 15.00 1000 595 5 : ElenRite 100 100 050 1 City of Traito 200 2 : Sonic Burst.... C 050 05 0 
Renegade Warlord . 1 1.0 50 1 ¢ Endangered Armodon... 5 0.10 «0.10 0 Coat of Arms. R : 400 3: Soul Warden 035 0 0.05 
Repentance... U 100 1 75 1 ¢ Ensnaring Bridge 600 350 4 } R 500 400 200 1 : Spellboo 59 11) 25 
Rolling Thunder. C 050 025 0 : Evacuation... 6. 400 300 2 U 100 1.00 050 1 : Spellshock. 59 id 0.50 
‘oot Maze... R 500 41 200 1 Fanning the Flames 300 100 050 1 U 200 100 050 1 : Sphere of Resistanc 520 400 200 1 
Rootbreaker Wurm. C 039 025 0. = Flame Wave. 2 100 050 1 Dauthi Cutthroat, U 200 100 050 1 : Spike Cannibal 200 1.00 0.51 
Rootwater Depths.. 2 1 15 $ Fling... 50 025 O10 0 Dauthi Warlor 200 1,00 0.50 1 : Spike Hatcher 6.00 3, 200 2 
Rootwater Diver. I 1 5 ¢ Flowstone Hello 1.00 0.50 1 {Dominating Licid 650 500 300 4 i Spike Rogui 1.50 1) 
‘ootwater Matriarc 5.00 4,00 2 H 320 200 1 Elven Palisade. 1.00 1,00 050 1 : Spike Weaver. 100 4, 
‘ootwater Shaman R 420 370 200 1 : 079 050 1 ntropic Specter 500 300 200 1 : Survival of the Fittest 800 5: 
Ruby Medallion... R 6 5 300 2 §00 3. 2 Ephemeron 5 400 200 2 : Thalakos Drifters. 5.00 3. 
Sacred Guide R 4 3 200 1 1.00 050 1 Equilibrium R 8 568 300 2 : Thopter Squadron 5.00 31 
Safeguard R 500 350 20 i 0.75 050 1 $ Erratic Portal, R 630 500 300 2 ; Transmogrifying Lici 1.00: ia 
Salt Flats... R 6 i 300 2 } 400 200 3 $ Ertai, Wizard Adept. R 10) 800 500 3 : 1 
Sapphire Medallion . R 700 575 3650 4 : 088 050 1  Eyalted Drago R 750 500 300 2: iA 
Sarcomancy .. R 600 500 250 4 } 1.00 0.50 1 Fighting Chance. R 450 300 150 1 4 
Scabland.. R 600 500 300 2 } 300 200 1 : Flowstone Flood. 179 100 050 1 } M 
Scalding Tong: 00 «600 «251 : 400 2. iH 229 100 050 2 : a 
Scorched Earth.. R 400 200 1 : 100 050 1 200 100 050 1 } 1 
Scragnoth 300 20 75 : 425 200 1 900 700 400 4 : 
Screeching Harpy 00 10 oo 1 3 3.00 2. 1 150 100 050 1 
Scroll Rack.... R 900 600 300 3 : 300 200 1 : 125 100 050 1 
Searing Touch 23 1.0 ES Te 010 0 fie Keeper of the Dead .. 2 100 050 1 
Segmented Wun 00 100 050 1 } 1.00 0.50 1 Keeper of the Flame. 1.00 1,00 050 1 
Selenia, Dark Angel. 100 $49 300 2 ; 0.10 0.10 0 $ Keeper of the Light.. 1.00 1.00 050 1 $9.00 $5.00 $4.00 
Serene Offering. U 1.00 09 501 0.25 0.10 0 Keeper of the Mind.. 150 100 050 1 Sewers of Estark. 700. 500 250 1 
Shadowstorm Vere I 50 1 ¢ 079 050 1 : killer Whale... 20 50 1 Shattered Chains February 1995 
Shocke 00 6 350 1 150 050 1 
Sky Spirit. U 200 100 1 3 010 010 0 
Skyshroud Cond { 1.00 59 1 1.00 050 1 
Skyshroud El 50 0.25 010 0 370 200 2 
Skyshroud Fores! R 6 5.0 00 3 010 010 0 
Skyshroud Vampire. 50 nOby O75 1 010 010 0 “tC ani 
Soltari Crusader. iL 100 075 1 ; Mogg Flunkies 0.10 010 0 Art Soghomonian 
Soltari Emissary 5.50 4.00 2.00 2 Mogg Infestation 5.00 490 200 1 or Street +42 
Soltari Guerrillas. R 600 4,00 200 2 §$ Mogg Maniac.. 050 1 " E Gettar Street #201 
Soltari Monk... 200 1.50 100 1 $ Mortuary... 200 1 Burbank, GA 91502 
Soltari Priest. 2. 1.50 075 2 % Mox Diamond. 121 5 aN as 
1.00 090 050 1 { Mulch... 010 0 (213) 3445600 
R 500 250 2 ¢ Nomads enki 010 0 ae Rae 
Spontaneous Combustion. 2. 1.00 050 1 : Portcullis.... 250 3 phd 1 1 und.com 
Stalking Stone: i 1.00 05 } Primal Rag A 050 1 
Starke of Rat 5.00 350 200 1 H Pursuit of Knowledg 700 4, 2, 
Static Orb 6.00 600 250 2 : Ransack 00 075 050 1 "iE ie diffi pti ] i 
ante 100 075 1} Rebond 35 MAG 0st | It is oifcult for me to make predictions since Urza's Saga has not been out for vely fong. 50 
al oar nel : a ‘es et Lees af = : se a : far it looks like a pretty well-balanced set. Seems like the designers did a good job balancing out 
inging Licit { ! : + Revenant... : ‘ F r f 
Storm Fron U 100 1.00 050 1 Rolling Stones 400 250 1 the colors. There's something good in each color for a tournament player. Right now singles are 
Sudden Impact... 2! 10 15 ? Ruination... 00 500 200 1 . 
fahngarth’s Rage VW 5 : Sacred Grount 463 250 2 selling hetter than any other Sel. 
falon Slive C 050 025 O10 0 ¢ Scapegoat. 1 088 050 1 
elethopter 100 0.50 1 $ Shaman enKor.. 5 400 250 1 
Loneipenieiemrat se A lag ee "Overall, Tempest has been the bestselling set for singles but Saga might do better. We'll see over 
humbscrews 500 400 200 1 } 59 050 010 0 the next month or so once the new cards get tested."’ 
20.00 1450 800 4 : Silver Wyern.. 1. §.00 3.0 
430 349 200 ; Skeleton Scavengers 4. 320 200 1 
forture Chamber 5.00 370 200 2 : Skyshroud Falcon 29 010 0.10 
radewind Rider R 1700 10 5.00 5  Skyshroud Troopers. 29 010 010 0 
rumpeting Armodo! 00 OSI 5 Sliver Queen... 1200 1000 700 4 Limited Resources 700 500 30 Giant Badger... 00 5.00 300 1 
Instable Shapeshifter... 00 4.15 2.5 + Soltari Champion. 400 250 2 : Mana Breach 159 1.00 0.50 Final Sacrifice April 1995 
Vec Townships 1.29 1 5 : Spike Breeder 5 3.00 2.00  Manabond.., 500 345 200 Mana Crypt 25,00 1875 10.00 3 
Verdant Force 8.00 600 400 4 : Spike Colony.. 35 0.10 0.10 2 Medicine Bag.. 100 100 050 1 DragonCon July 1994 / The Duelist #3 October 1994 / The 
Verdigris. 00 50 1 : Spike Feeder. 00 1.00 035 2 § Memory Crystal 700 500 25 Duelist Companion (3 per) #4 November 1994 
Vhati Dal 5.00 4. 20 Spike Soldier.. 2 00 035 1 + Mind Maggots. 150 100 050 1 00 500 350 2 
Warmth 200 11 5 3 Spindrift Drak 35 010 0.10 $ Mind Over Matter, 
Wasteland.. 3.002 0 $ Spined Sliver. 2 1 0.50 1 : Mindless Automaton. 
Watchdog .. 200 11 5 $ Spirit en-Ko 0.2 10 0.10 ? Mirozel..... 
Whim of Volrath.. 500 4.20 200 1 Spitting Hydra 500 400 200 2 : wini, cat Warior. 
Whispers of the Mus 2.00 125 05 :  Stronghol 6.00 499 250 } Mogg Assassin 
Wild Wurm 100 1 75 Stronghold Taskmaster. 1.00 075 050 ? Monstrous Hound.. 
Wind Dancer... 10 00 0.50 1 Sword of the Chosen 3.5 00 1.00 : f 
Winds of Rath, 700 «6.00 400 2 ¢ Temper. 199 1.00 0.50 
Winged Sliver. 0.29 025 O01 ; Tempting Lici 1 075 050 i 
200 150 1 3 Thalakos 5.00 3. 200 2 Fireball... I 1.0 
5.00 34 2.00 1 = Verdant Touch 5 400 200 Incinerate 2.00 
1 15 ? Victual Slive 2 0.50 Disenchant.. 2.0 
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180 motion-captured 3D characters 
16-bit colo 
with real-time 
lighti 


11 plot-twisting — 
chapters — 


eturn toa land of intrigue and adventure. Lead y« 
uc cover the Tear of the Gods, a mys 


HI! SINCE EVERYBODY IS TALKING ABaouvT THE LAST 
FIVE YEARS OF MAGIC, WE'VE SKIPPED AHEAD IN 
TIME To SEE WHAT'S HAPPENED TO MAGIC IN £ 
THE NEXT FIVE YEARS. 


a ur MOVIENETS ? 
HEY, |S THIS ‘ 


WIZARDS OF we 
? AV’ WIZARDS... HA? HAD 
To REBOOT MY HEAD For 


THAT ONE. WE HAVEN'T 


Bat SED THAT NAME 
PRO For KILODAYS' 


So HOW HAS ALL THIS 
AFFECTED MAGIC - THE 
TRADING CARD GAME? 
“A MAGIC 
TCC? REALIN | 
LET ME ASK ONE OF 
THE OLD TIMERS ABOUT 
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NTERACTIVE MOVIES 
RELEASED OVER THE INTERNET. 
WE HAD THE FIRST ONE, AND 
OVERNIGHT, WIZEZCO WAS 

A HOUSEHOLD ULR,L! 


HEY, PETE - WAS THERE } 
A MAGIC TCG? .- 


WHEN THE MOVIENE T 


HIT, WE SANK EVERYTHING 

INTO DIVERSIFYING, ANP. 

AND LT FORGOT TO PUBLISH 
NEW CARDS, Sa EVERYBODY 


COMPLETED THEIR COLLECTIONS | 


AND QUIT. 
f YEP- BUT THE BOARD 


LET ME STAY ON. NEED 


YOUR RECYCLER 
EMPTIED? ga 


YUP! “BLACK LOTUS BEACH PARTY’ 
MADE OVER TWELVE BILLION 
DOLLARS - AND THAT'S 


EUROPOLLARS, PAL. 
> FZ 


.} S30 THAT'S WHEN THE 
COMPANY BEGAN Ta DIVERSIFY, 
WE BOUGHT COCA-CAaLA, 
APPLE COMPUTER, NIKE , THE 


| SEATTLE SEAHAWKS AND NASAL 


4 ABOUT FIVE YEARS AGO THAT 
INFLATABLE LASER DICE 
SHOWED UP AND SUDDENLY- 
PFFT’ ALL CARP GAMES WERE 
, PASSE. 


“INFLATABLE W YEAH A GUY NAMED 
" FOELIO BROUGHT 
JHEM OUT, 


www.studiofoglio.com 


SHE'S GOING TO RULE YOUR WORLD 


WWW.PLANESCAPE-TORMENT.COM 


FROM THE PEOPLE WHO BROUGHT YOU FALLOUT" 2 AND BALDUR'S GATE” 


BRIAN FARGO presents A BLACK ISLE STUDIOS propuction 
THE NAMELESS ONE “PLANESCAPE: TORMENT” MORTERICTUSGRIN  spresraNce'6y THE LADY OF PAIN 
ORY GUIDO HENKEL |" FEARGUS URQUHART  oecidt TIM DONLEY process DAN SPITZLEY 
ponuekk KENNETH LEE "iY CHRIS AVELLONE & COLIN McCOMB *Sesici's\ ERIC CAMPANELLA & JAMES LIM 
\N AARON MEYERS & CHRIS JONES. "°° ROBERT HOLLOWAY & JIM GARDNER ic’ GREG PETERSON 
patigginseprasons’ "OX ADVANCED DUNGEONS & DRAGONS, PLANESCAPE uicikS?* TSR, INC. e 


Productions. All Rights Reserved. © 1 
Inc. by Interplay under license. TS : A 
ductions. Exclusively licensed and distributed by Interplay Productions. Alkother trademarks and copyrights are property of their respective owners. 


yi 


aa the flight goggles 
of Star Wars®: Rogue Squadron”. ‘71s 


the Rebel flight commander, you have 5 starfighters 

to fly, 15 planets to save from destruction’. and a 

hangar full of proton torpedoes, cluster missiles and laser cannons all 
at your fingertips. Fiiow go blow the evil-Empire to bits. 
Only you can save the galaxy on N64® ; 


EXPANSION <_< aT 


Enhanced 


OF. GET BUT” 
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E The “N’ Logo is a trademark of Nintendo of America Inc. ©1998 Nintendo of America Inc. www.nintendo.com 


